

N01 

FOR 
CBM 64! 


A NEWSFIEL D PUBLICATION 

No. 60 APRIL 1990 


£ 1.50 

US $ 4.50 


FERRARI 
FORMULA ONE 

EA’s 
Sizzler 

PIPEMANIA 

It’ll drive you round the bendl 
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GA2ZA S SUPER SOCCER - SIMPLY SENSATIONAL 


Superb fast action gameplay featuring real teams (tom the Football Leagues. 

& Each team defined with the correct slri ps 

Create your own superleagues, cup competitions and build your strongest squad. 
*£ Each player in the team has his own characteristics- skill level, speed and 
style of play. The skill level of your leam can be improved through playing well. 
$ Realistic ball control allowing you to chip over, curl round or dribble through 

the opposition. The unique "Boot-O-Meter" enables you to vary the strength, height 
and spin ol any kick, 

© Full control of comers, free kicks and goal kicks. 

Heading, tackling and fouling. 

Full, realistic control of goalkeepers, 
ft Superb one or two player action . 

■if Play in a whole range of league, cup and practice matches or just practice 
penalties, free kicks and comers. 

The Country's most exciting computer game, endorsed by the country's most 
exciting player! 

"Don't target buy Gazza's Super Soccer. It's the No 1 Computer Game." 

Available for Amiga, Atari ST, Spectrum, Amstrad and C64 

4 THE STAMNETTS, LAIMPON. NQflTH TfWOC CENTRE, BASSOON, 

ESSEX SS 1 5 5GJ TElNa. juKBi 541 125 FAX Wo |0268| 54 1 125 










AVAILABLE FOR 
Commodore Amiga 
IBM PC and Compatibles 


Cand VG Feb 1990 94% 

PipeMamais ' aclaSsic puzzle arcade game that is SO addictive. it should i 
Pipe Mania rs a game ol great ingenuity, simple in concept and friendtsljjl 
You il neec to act instinctively. but think strategically f 
One wrong move, one brief hesitation or misplaced pipe section. Afljfyfi 

ST Action 

"Pipe Mama is a conceptually simple and cheeky 
game which is incredibly addictive " 

Commodore User Screenstar 

"Terrifically addictive, outlasts any arcade conversion" 
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lore $4 Disk 

n Cassette 

n Disk 
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CPC Disk 


in a sea of slime 1 


Cassette 


Zero March 199012% 

•Buy ttiis game and you may ''ever sleep .;g&n 

The Games Machine Star Player Award 83% 

"A puzzle game of Cjre at Ingenui ty and addicli vity, 

Pipe Mania ^Sfmple in concept, fiendishly 
ch^tajtng in play ard attractive to look af 

Zzap Sizzler 

' Ateorj guaranteed to drive you round the 

bend" 

Amiga Computing Excellence Award 95% 

A gsme with a game play that shines" 

Game Players Award USA 

"Best PC strategy game of 1969 
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is a shadow in the darkness, 
as elusive as a dream. High 
streets of GOTHAM, he is a 
e.The only hope for a desperate 


above the seamy 
criminal’s nightmar 
city - BATMAN, 
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THE HOTTEST COIN-OP 

NOW FOR YOUR HOME MICRO 


This is definitely the best film tie-in 
to date* and is an utterly superb game 
in its own right - don't miss* it" 


PART MAN... PART MACHINE 

ALL COP... ROBOCOP 


TM ORION PICTURES CORP 
ALL RIGHTS RESERVED 
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SPECTRUM AMIGA 

£ 9.95 £24 A 

a 


COMMODORE ATARI ST 





-Tj 



pr-- 1 


r* 


i \ | 




Ocean Software Limited 6 Central Street Manchester ■ M2 5NS ■ Telephone: Q61 833 6633 ■ tele*: 669977 OCEANS C Fax: 061 834 G6S0 










In the place to be! 




GRAND GAMES 

8 FERRARI FORMULA ONE 

Electrons Arts, conve rt their classic Amiga rac- 
ing sim to the 64. 

16 PIPE MANIA 

Empire's plumbing game will give you the 
bends. 

70 MIDWINTER 

What's cold but also red hot"? It's fiairtbird's winter wonderland, an Amiga Gold Medal! 

76 WARHEAD 

■S ave the ea rth i rt th.i s SiZ 2 l ing Sci-F i shoot- 'em - u p from Activision . 


REVVING REGULARS 

6 THE WORD 

7 THE CHARTS 
19 NORMAN NUTZ 
33 RRAP 

45 BUDGET 
49 SCORELORD 
51 ZZUPERSTORE 

57 CLASSIFIEDS 

58 RESULTS 

59 PIG IN A POKE 
80 PREVIEWS 


CRASHING COMPS 


30 WIN AN ATARI LYNX! 

. , ♦ From Empire in this mind- 
bending comp! 

30 REV UP WITH EA! 

. . . And win a Formula One 
Scalextric set! 
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FERRARI FEATURES 

26 THE CHALLENGE RETURNS! 

Fobm Hogg gets caught up in Snare. 

41 THEZZAP! BIBLE 

The second part of the 64 games rrodex, plus 
the complete Amiga index. 

54 NEW YORK KNIGHTS 

Rohin vrsits accomplished programming 
team, Teque, and meets some Shadow War- 
riors . 
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AFTER THE WAR 78 

AFTER THE WAR (Amiga) 78 

BARBARIAN (Amiga) 45 

CHAMPrONSOf KflVNN 19 

CRACKDOWN if) 

CRACKDOWN (Amiga) ID 

DAY OF THE VIPER (Amiga) 19 

D EMON'S TOMB (Amiga] 1 9 

E* MOTION ii 

E MOTION (Amiga) 17 

FERRARI FORMULA ONE ($} & 


1K+ (SM) 48 

fKARI WARRIORS 48 

KNIGHTS OF THE CRY5TA1LI0N 
(Amiga) 74 

KNIGHTS OF LEGEND 19 

MARAUDER 45 

MIDWINTER (Amiga) (GM) 70 

MOUNTAIN BIKE RACER 45 

OVERLANDER (Amiga) 75 

P47 12 

P4? (Amiga) 12 


Ripe mania (5) 16 

Pi PE MAN I A (Amiga) {5} 15 

PLATOON (SM) 45 

SAMURAI TRILOGY 45 

WARHEAD (Amiga) (5) 76 

WEIRD DREAMS 14 

WEIRD DREAMS (Amiga) 14 

WtNOWALKER 19 

WINDWALKER (Amiga) 19 

WORLD SOCCER 45 


Watch out for Issue 61 - it hits the streets on Aprit 1 2! 






CHARTS 


From tN top tfwre'a little charge in the $4 charts with Turbo Out Run way ahead in 
the lead with near double the votes over Batman. Nice to see Spe&e Rogue climbing 
(HaHttlesknNtyjL 

Ocean have avie»-Nke grip on the tog of the 16-bit charts which will probably stay 
like that following the release of the excellent The Untouchables. The rest of the chart 
is fairly tight though, 

Oh p nearly forgot This month's winner of a £20 software voucher is Adam Powell of 
Chippenham In Wiltshire, Well done Adam! 

f 

Send your chart entries to ZZAPl Charts, ZZAP! Towers, POBox 10, Ludlow, Shrop- 
shire, SYS 1DB- 

TOP 1 0 C64 GAMES 


1- Turbo Out Bun 

2. Batman: The Movie .. 

3. Ghouls ’N f Ghosts * 

4* Power Drift 

5* Stunt Car Racer 

6* The Untouchables . 

7. Myth ...... ........ 

B. Retrograde .. 

9. Space Rogue 

10- MicroPros© Soccer 


... (US Gold) 

(Ocean) 

{Capcom/US Gold) 

(Activision) 

(MicroStyle) 

(Ocean) 

(System 3) 

„™ (Thalamus) 

(Grigin/Mindscape 
(MicroProse 


TOP lO AMIGA GAMES 


1. 

2 . 

3. 

4. 

5. 
ft. 
7* 

a. 

9. 

10 . 


Operation Thunderbolt 

Batman: The Movie 

F-20 Reta liator 

Kick Off „„ ... 


Strider 

Sim City ... 

Blood Money „„ l6 

Worth And South 

Xenon 2 

Atron 5000 



................. (Ocean) 

(Ocean) 

». — ,»««.« (Ocean) 

(Anco) 

(Capcom/US Gold) 

- (Infog rames) 

(Psy gnosis) 

{Infogrames) 

(Mlrrarsoft) 

................ (Players) 


C64 MUSIC 


ZZAP! EDITOR 
IS ZZAPPED! 


Tonight the readers of that 
amazingly happen in' mag, 
ZZAP!, paid their respects at 
the funeral of Editor, Stuart 
Wynne, who was si iced in half 
by an alien laser bolt. The fact 
the terminally ill Mr Wynne, 
S3, has not quite snuffed it 
yet didn't put off the mour* 
iters, who were determined 
to have a good time griev- 
ing'. 

The circumstances of 
Wynne's death . . . er a fatal 
injury, are still very vague, 
but he remembers seeing a 
strange biuey whiteness 
which bore an amazing 
resemblance to his mother's 
toilet bowl. This claim is sup- 
ported by nurses at the hospi- 
tal who said that Mr Wynne's 
underwear was remarkably 
dean for the victim of such a 
worrying accident. 


Police have given out a 
detailed description of Mr 
Wynne's assailant. He is a bio- 
mechanical extraterrestrial 
about 6 feet 4 inches tall 
(without his reinforced 
leather boots on), and about 
300 pounds in weight (with- 
out his combined hand drill 
and household detergent 
utility belt). His hair and eye 
colour are unknown as his 
head is completely hidden by 
the respirator helmet which 
he always wears (even in the 
shower). The only other due 
is a '5p off' Vim coupon which 
he dropped upon leaving the 
scene of the crime. 

A one-legged Albanian 
dwarf arm- wrestler is helping 
police with their inquiries. 
Detective Inspector Bert Fas- 
cist-Pi gg stated, 'We think 
we've got our man.' 


STOP PRESS 
EXCLUSIVE!! 


Talk about arriving at the 
eleventh hour!! With the April 
issue just a day away from being 
sent off to the printers, out of the 
blue we were sent a demo disk 
of the C64 conversion of Virus, a 
graphically awesome game 
originally written for the 
Archimedes by David Elite Bra- 
ben, 

Previously unknown prog- 
rammer David Doll has been 
working on the title for just over 
a year now and from what we've 
seen of it so far it's simply unbe- 


lievable!! On the technical front 
it’s m ind-bio wi ng with a full col- 
our ' patchwork' effect of the 
land below, moving map dis- 
play, and a superb thrusting 
effect as you move around the 
landscape. 

David has yet to incorporate 
enemy vehicles into the game 
and the frame update needs to 
be increased a tad, but rest 
assured it’s looking superb so 
fart Exclusive review next 
month!! 


1, Turbo Out Run (Maniacs a Noise) 

2, Ghouls W Ghosts .« (Tim Follin) 

3, Batman: The Movie . (Matthew Cannon) 

4, The Untouchables .... (Matthew Cannon) 

5, Myth (Maniacs Of Noise) 


AMIGA MUSIC 


1. 

2. 
3, 
4v 
5. 


Xenon 2 (David Whittaker) 

Ghouls W Ghosts . [Tim Follin) 

Batman: The Movie (Jonathan Dunn), 

Double Dragon 2 ........... {Tomas DahilgrerVSteve B^ratt-Hichard ^lin) 

LED STORM £ (Tim Foil in/M ike Follin) 


COIN-OPS 


t, 

2 . 

3. 

4. 

5. 


Afterburner 

Teenage Mutant Hero Turtles 

Chase HQ 

STUN Runner . 

Hard DrivirT 


*■ *¥-*-» + *-* r m 


-v (Sega) 

(Konami) 

(Taito) 











After iasl month's Amiga console story. Commodore's console-mania has 
extended to the C64 with strong rumours indicating cartridge software will 
be released for the machine All C64s have a cartridge port and in the early 
days software was released to take advantage of ft 
The fust new games will most likely be bundled with the C64, allowing 
Commodore to drop the C2U datasette from the starter pack, and hope 
fully Its price, This obviously opens the question of whether softwa 
houses wilt release cartridge versions ot C64 games along witl 
disk, versions Cartridges obviously eliminate lengthy loading tin 
benefit for all multiloads - and could make for much more complex 
Piracy ts also made unlikely. 

Unfortunately cartridges are expensive to make US Gold, Domark. 
Thalamus, and Palace all seem to be taking a 'wait and see' attitude to 
whether they’ll produce C64 cartridges Only Activision and Code Masteis 
have been enthusiastic, suggesting they could produce slightly enhanced 
games for the formal But as yet Commodore are refusing to confirm, or 
deny whether the rumours are true. 


PORTAL - 
THE 

PAPERBACK 

Activision's Portal, one of the few 
-games to go u Pirated i n a ZZAP! review, 
has come back In paperback form. 
Woden by Rob Swigart the novel Is 
being published by Grafton Books for 
£3.99, 

The story begins with an astronaut 
returning to Earth on ly to find humanity 
has vanished. In search* of dues to 
what's happened the astronaut finds 
Homer, an artificially intelligent com- 
puter. In the computer game Homer 
was simulated by the 064, with you 
going through the various files as you 
wanted, slowly piecing together the 
story. The novel describes things from 
the perspective of the astronaut, Peter 
Devore, and sometimes the computed 

Eventually we learn about the dis- 
covery of a universe- spanning travel 
system (fine Portal of the title), which 
Devore must gain the psychic powers 
to harness. Swig a ft is convincing in his 
scene setting with a one-state world 
and its inevitable flows.. 

Technology Is cleverly used, 
although the author sometimes goes to 
extremes in describing It Personally I 
found Portal a compelling read, 
although rfs weird how the author has 
decided to convert a game which was 
so well -suited to being presented on a 
computer. Not quite as atmospheric 
perhaps, but definitely one for Ians of 
file game. 

Robin Hogg 


FIGHTER BOMBER GROUNDED 


Activision's excellent (and Sizzling) 
Amiga Fighter ftomderhas suffered a 
brief grounding due to a bug cm one 
of the very last missions, namely Bro- 
ken Arrow. Once you land a menu 
comes up, but due to the bug the 


mouse pointer can't click on any of 
the options, effectively ending the 
game. This bug was li mited to the very 
first few copies of the game, and most 
of those out now should be fine. To 
find out if you have the bug, use the 


cheat mode rn this month's playing 
tips section and check out the mis- 
sion, Activision's friendly and efficient 
complaints department will be happy 
to whizz you a replacement copy. 











LA ONE 






Electronic Arts r C64£9.99 cassette, £14.99 disk (DISK VERSION REVIEWED!} 


drive like Robin Hogg and not get 

F errari makes some of the 
fastest and stunningly 
designed sports cars In the 
world. The Italian car manufac- 
turer (owned by Fiat) also par- 
ticipates in the glamorous sport 
of Formula One motor racing. 

But with glamour comes 
danger: witness Gerhardt 
Berger's horrific crash last year, 
caused by a faulty steering sys- 
tem, It only went to pro vs how 
Itie I rfe of a driver is firmly placed 
in the hands of his mechanics 
every time he races. 

However, as Ferrari 's newest 
driver, you’re not as trustful. You 
insist on testing the car 
thoroughly at the Ferrari test 
track in Fiorano. Hers, you can 
analyse the ear’s aerodynamics 
i n the wi nd tunnel, adju sti ng the 
front and rear a erof oi Is to create 
maximum downforce with 
min imum drag. In the dyne room 
you can test your engine, adjust- 
ing the revs, turbocharger, and 
engine age - and monitor the 
effect on horsepower, torque, 
and fuel efficiency. Fiorano's 
test track a Hows you to m eas ur e 
the car's performance (and your 
driving skills}. There are 45 
special sensors placed around 
the track - you are given a split 
time from each sensor to com- 
pare with previous laps. 

When you're completely 
happy with your car it’s time for 
your first race, the Brazilian 
Grand Prix in Rio, This (like the 
other 15 Grand Prix) comprises 
six track sessions: the first and 
second day practice and qual- 
ifying sessions (faster lap times 
eem you a better grid position 
for the race}, and on the third day 
the warmup followed by the race 
itself. 

Each racetrack has a paddock 
area {shown from overhead) 
containing such things as the 
garage, pita, race control, and 
transport trucks - selected by 
moving a the pointer over them. 

At the start of each day it’s 
advisable to visit the garage to 
install a new engine and. In the 
pits, adjust various parts of the 
car (engine, gearbox, suspen- 
sion, and tyres} to suit the track 
and typo of session. To help you 
decide, your faithful mechanic 
Mauro makes suggestions for 
the optimum settings of these 
systems. 

Once on the track, control of 
steering and acceleration/brak- 
ing is via the joystick {the origi- 
nal Amiga version used a 
mouse}. Changing gear is 
achieved by pressing fire with 
up/down (this is automatic on 
the easiest of three difficulty 
levels), A map of the track shows 
the relative positions of ail the 
cars, while another display 
cates your current race position 
and time, (C 1 2B owners can turn 
off these displays to make the 


arrested* 


A Giving your Ferrari a thorough going over in the pits. 


A It’s snowing and you've flying 
off to the first track. 

game run siightJy faster.) 

Taking a corner too fast {or 
ram m i ng another car} ca n cause 
you to spin off the track -a seri- 
ous crash can put you in hospital 
for several days, possibly caus- 
ing you to miss a race. If you're 
not so good behind the wheel, 
you can choose passenger 
mode in which the computer 
drives the car - you just make 
tactical decisions such as 
choosing when to come into the 
pits. 


ite Amiga games, so I ws 
pleased if a mite doubtful aboi 
a C64 convei sion, Could such 
complex simulation be cor 
verted without major omissions 
I needn't have worried: all Jh 
features of the classic origin; 
are here. There are so man 
things you can do to your ca 
altering everything bar th 
paintwork, The presentation i 
superb with detailed static pic 
tures, easy-to-use icon drlvei 
menus, very quick disk acces 
sing, plus a neat loading screei 
and Tewing' title tune (bette 
than the Amtga ’s) . The only slrgh 
disappointments are the slow 
ness of the 3-D track and the 
‘ dy i ng wasp ’ engine noi se. Ho w 
ever, these minor flaws fail tc 
spoil the racing action, matnlv 
due to rts ultra-realism, Tht 
handling of the car is totallj 
authentic; overtaking and cor- 
nering are arts to be mastered - 
and mors often than not I founc 
myself spinning off the track 
(straight into a hospital bed!}. 
This toughness - even on easy 
level - makes winning a race a 
rewarding achievement with the 
longer term objective of becom- 
ing World Champion offonng an 
irresistible challenge. No motor 
racing fan should be without Fer- 
rari. 
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PRESENTATION 95% 

Detailed, infr>fma(<ve manual. A large 
array Cf options including IBave game, 
three difficulty levels, and passenget 
_ mode. E3.sy-ic-u.5e, icon-driven 
menus, heavy but fast disk access. 

GRAPHICS 94% 

Excellent. detailed static screens. 
Respectable driving section with 
good looking cars - faster in 1 2 B 
mode. 

SOUND 90% 

Great sampled speech and trfte tune. 
Good mature of effects, ©specially in 
ihe pits. Engine noise is a bit weedy 
though 

HOOKABIUTY 85% 

At first it's hard to keep the car on the 
track, but the menus are very user- 
fnandly, 

INSTABILITY 96% 

An immense challenge offerer! by iftn 
16 -race season. FsddFing with your 
car is an absorbing pastime in itself 


OVERALL 


95 % 


A superlatively presented, ultra- 
realistlo simulation of Formula One 
racing. 


2ZAPI APRIL 1990 


A Rowing your engine on the starting grid at Rio. 


The default distance for sach 
race is IS kins {three or four 
laps, depending on the track) - 
this con be increased up to the 
real-life (but gruelling!) 
maximum of 3l5km. At the end 
of the race, championship 
oornts are awarded far the first 


Six finishers (out of the eight 
drivers). After sixteen Grand 
Frix,, the Work! Champion will be 
the driver with the most points 


from his best ten races. As a 
whole season takes a fairty long 
time to complete, there's an 
Invaluable save game option. 


So they think these racing cars ar© fast? Pah! I can out-accei orate 
them in neutral. But after several crates of Vim even I found it hard to 
stay on the track. What's more,. to get the bast out of the car you have 
to tell your stupid mechanics what to do with Ft. This makes trying to 
win a race with this primitive technology as sensible as being a 
kamikaze pilot., At first I simply enjoyed smashing the other cars off 
the track but when Phil had the temerity to win a race I had to prove 
my superiority. That's when I really started getting into the game. 
There's so much to it; organizing your campaign to win the World 
Championship right from the early days at Ficrano, altering the 
aerodynamics and engine performance, to specialty tuning your 
engine for qualification heats. Not one for the typically moronic- 
human, but those with above-average intelligence might just be able 
to grasp if (Phil's winning was obviously a flukei). 


The Amiga version was (and still 
is) superb and here we are with a 
remarkably similar 64 version, in 
fact it's the most faithful conver- 
sion I've yet seen. When you 
consider how much there was in 
the original, the conversion is 
something of a miracle.. The 
attention to detail in Ferrari is 
phenomenal. Speech at the 
start, a useful demo mode, the 
sheer quality of the graphics, a 
friendly icon system - this is on© 
Classy product that’s for sure! Of 
course, as with all car simula- 
tions the core of the gams is the 
racing effect and Ferrari per- 
forms admirably. The illusion of 
movement is convincing, the 
road perspective working well 
with speed kept up to match. It's 
not quite a Revs for realism but 
like Phil and me you can have 
some great times trying to reach 
1 st position! A great game which 
can be as complex, or as simple 
as you want it. 








US Gold, C64 £9.99 
cassette, £1 4,99 disk 
Amiga £24,99 
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F lushed With his success 
creating a breakfast 
cereal, Or K has decided to 
take oyer the world. Secure 
within his gothic castle he has 
created an army of genetically 
engineered soldiers to 
accomplish his mad ambition. 
Al l that sta nds i n his way are the 
terrible twosome - Andy 
Attacker and Ben Breaker. 
Sounding like a pair of cartoon 
characters to spcomote 'Special 
K\ they must progress though 
the 16 levels of K's castle, plac- 
ing at least three explosives on 
each. 

To be effective the explosive 
must placed in the correct posi- 


▼ In Itie junk yard and Bon Is about to be h it by a wrecki ng ball. jArrogai 


A Two-player arcade action in Dr K N S massive, maze -like castle, (C641 


lions, but thankful ty Dr K'S 
interior decorator has placed 
large "X's to mark these. They 
also show up on your radar 
scanner, which can he vital for 
finding your way through the 
mazes, with just three minutes 
per level. The main screen is 
divided into two: one half for 
each player, with an overhead, 
Gauntfet- style perspective. 

Of course, each level is 
pecked with K’s goose-step- 
ping soldiers who are weighed 
down with weapons such as pis- 
tols, machine guns, and even 
flamethrowers. Thankfully our 
daring duo are not pacifists, and 
begin the game with rocket 
launchers, W these run out of 
ammo they Can switch to 
machine-guns or - as a last 
resort - fists and feet. They can 
even use smart bombs. Refills 
for the weapons can be found in 
bo xes scattered around the cor- 
riders. You can afsoflatten your- 
self against walls, to sneak 
along without being hit. Later on 
in the game there are poisonou s 
rivers, lava puzzles, and some 
nasty traps to beat. 
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I’m a big fan of two-player garner 
- and this month we've had more 
than our fair share with 

Pipemania and E-moitorr, both 
excellent, But I'm afraid 

Crackdown left me cold. Admit- 
tedly, US Gold have done a fine 
job with the conversions, but the 
coin -op wasn't that hot to start 
with; just p souped-up Gauntlet, 
really, I found It frustrating^ hard 
to get into, especially as you can 
never hit the smart bomb key in 
time - surely holding down fine 
would’ve bean a better way to 
trigger them? Still, both Robin 
and the Scorelord really enjoyed 
blasting all those androids, and 
technically both versions are 
quite impressive. The Amiga 
game is particularly good value 
at just £20 for virtual arcade per- 
fection. Worth considering if you 
like this type of game. 


US Gold have produced yet another first-class conversion with this 
one. While the C64's sprites are a brt blacky, the backgrounds are 
very good indeed and move surprisingly fast - even in two-player 
mode. The variety withi n the four levels per load is excellent, I particu- 
larly like the junk yard's mangled cars as well as the conveyor belts 
and deadly lava flows on the later levels. Of course, the Amiga version 
has more detail: the swinging wrecking balls In the junk yard, a sign 
you have to knock over, and the way your sprites shrinks as he falls 
down a gap. In fact, the graphics are virtually arcade perfect - though 
they still don’t really push the Amiga, I think the GS^s are more 
impressive for the host machine, although Robin would disagree. 

What wo do agree on is that the Amiga game is the hardest - you 
have much less ammo for the weapons, and the machine g un ts much 
less effective than the cannon. This makes it a bit harder to get into, 
but improves testability. 

Crackdown’s gameplay is dearly second -generation Gauntlet, 
with the need to plant bombs, collect ammo and the ‘sneak’ feature 
making for a much more cohesive and involving game than simply 
finding keys to exit al I those dungeons. What’s more the levels contain 
a surprising amount of variety, and the different layouts force you to 
use different tactics. What I think is particularly good is how, in two- 
player mode, you can compete with each other over score - but the 
joint bonus depends on you both getting out together. On the first 
levels you can race to plant the few bombs needed, but later on 
co-operation is essential. 
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PRESENTATION 80% 

Nl V r; " K Ji PL| ftu Sf IT 1U Hi! CC-Cill i> 

two-player option tlweg continue 
play s, tour levels pe* load. 

GRAPHICS 83% 

Mai i i spr il as area Hit l le blacky bui n iw 
bat kgroyn arw great . w Ih plen ty el 
delaii at>d vftnely 

SOUND 81% 

Some really good m-gam* lunes, 
although the uHb tune is a bit ball 

HOOK ABILITY 90% 

Couldn’t be easier to get inio 

LAST ABILITY 87% 

. . . while 16 levels ol a-mare-lrtg 
action provide a generous am hunt nl 
entertainment. 






88 % 


A Level three end Hen is In the lead, gettmg close to a bomb cross. 

(Amiga! 


I’m amazed just how close the Amiga translation is with the looks, 
quality, and feel of the coin-op. Progression through the feuds is 
rewarded with significantly different graphics, some stunning effects 
and gameplay changes making it one of the best two- player games 
for the 16-bits that I’ve seen. Crack Down works extremely well on a 
technical level, more so on the G64 with smooth scrolling and fast 
paced action to match - the collision detection is a little suspect but 
it makes for a little more lenient game. The G64 game is let down a 
little by the lack of extensive odours per level although this is com- 
pensated for by some superb static backgrounds and a general vari- 
ety In the graphic style throughout - look out for the System 24 chip 
on level eight; well worth fighting through to seel 




OVERALL 

90 % 


An arcade-perteei conversion 
which rewards persistence. 


A great conversion and an 
extremely playable game 


PRESENTATION 88% 

Intro, iwp modes ol scrolling - one 
centred un ihe play&r. the other anti- 
cipating movement, simultaneous 
two-player option. 

GR APHICS 90% 

Quite a bit ol variety, som# quod 
detail and scrolling. 

SOUND 86% 

Arcade sampled FX at id some good 
music. 

HOOKABILITY 85% 

A bit bard io start with, takes more 
practice to get into then the C64. 

|_A STABILITY 91% 

Lots ol levels with plenty Of wariraly 
mean this will lake some cample! mg. 
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eight levels then it’s back to the 
atari, Amiga owners with the 
added benefit of a congratulat- 
ory screen and increased tough- 
ness (there are four levels of 
difficulty). 


THJNDSBOLT 


Firebird, G64 £9.99 cassette, £14,99 disk? 


▼ Avoiding the flak on level one. (54) 


Amiga £24.99 


T he P47 Thunderbolt was 
one of the top fighters of 
WWW; a massive, heavily 
armoured plane built like a big 
old Cadillac. MicroProse/Fire- 
bird provide a nice blurb on the 
plane with their instructions^ 
poster but it’s pretty much 
irrelevant. Jaleco’s coin-op Is 
another horizontally scrolling 
shoot- 'em -up and realism has 
nothing at all to with It. 

There are eight long levels T 
and the objective on each is to 
fight through to the end and 
obliterate the massive baddie at 
the end . Along the way are scat- 
tered a wide range of pick-ups. 

■ B ' is for bombs which are useful 
for blasting battleships,, anti-air- 
craft guns, tanks* and massive 


trains. 

is for spray missiles which 
break into bullets, ail the better 
tosmash up Nazi fighters, bom- 
bers, monster planes, and huge 
anti-aircraft rockets, 

J M 5 is for multi- missiles, which 
can be launched two at a time, 
trashing helicopters, guns on 
towers, and more besides. 

1 S " is for speed- up , revving your 
engine up for much -needed 
extra manoeuvrability, 

L T T is for directable fire. Suspi- 
ciously hi-tech, laser-like bolts 
zoom off in the direction you’re 
moving, 

f 1 Up T is for an extra life, for early 
grave avoidance tactics. 

None of the weapons can be 
combined - you can only have 


your standard machine gun and 
one of the add-on weapons . This 
is obviously where tactics c ome 
in; bombs are crucial for level 
one’s end-of-fevel baddie, but 
fairly useless for level two’s. 
Most of the weapons can be 
upgraded, from 2-8 projectiles 
as you pick-up more of the same 
letter. Should you complete the 


1 i 

While not exactly 
Innovative, P47 
provides some 
straight blasting 
action and is a 
good conversion of ihe rather 
dared coin -op. Although most of 
the enemies are small and impre- 
ssive, the huge end’Of 'level bad- 
dies are good {on both 
machines) - especially the huge 
battleship with its masses of 
guns. However, solo players will 
find the unvaried action repetit- 
ive. so the Amiga’s simultaneous 
two- player mode is a welcome 
feature. 


Th e Amiga's si ick presentat ion compa res with a ny con- 
sole and the m-game graphics are as good as. if not 
better, than anything the Sega Megadrive's produced. 
But if P4 7 p roves t he Amiga can do co n sole- type games 
as good as anything out of Japan, gamepiay is severely 
lack! ng va riety . At £ 1 5 it would ' ve berm ir r esist i ble , but £2 5 is way too 
much. 

Of course, the G64 game is much cheaper, but the levels are too 
long and easy - making non-sim uitaneous two-player games very 
tedious. The graphics are okay, although the ground attack missions 
are coloured oddly, and the camouflage works too well, leading to 
vehicles disappearing! Not a bad game, but lacking the Amiga's 
supersilck presentation the unimaginative gamepiay is all the more 
apparent. 


PRESENTATION 88% 

Simultaneous tWO-ptayo 1 mode, 
scrumptious loading, screen, plus 
okay m -game massage screens and 
good demo mode. 

GRAPHICS 86% 

Nicety detailed spritesrfirKjMtfrectfve, 
parallax scrolling Backgrounds 
improve upon the co*n-gp 

SOUND 76% 

Jolly Japanese tyne accompanies 
explosion FX. 

HOOK ABILITY 75% 

Tough at first and r>ol very origins i. 

but attractive presentation end 
short -'em-up gamepiay draw you in. 

LA STABILITY 70% 

Eight levels aren 't that much, but its 
toughness and the ability to wrap 
round provide a fair challenge. 


72 % 


A mediocre shoot -'nm-up gets a 
superb but overpriced c onvereiofi. 


64 


PRESENTATION 64% 

No simylianeow& iwo-p{ayer mode, 
mull Hoad, but thef-.* is a keyboard 
option and n.ce inledevel screens. 

GRAPHICS 67% 

Parallax a bn jerky, indistinct sprites 
but sonic nice detail 

SOUND 64% 

Continuous tune with nice spot FX 

HOOK ABILITY 72% 

Instant ly playable, fa iriy easy to begin 
wilt?. 

LASTABILITY 56% 

Agai n only eight not-loo-tough levels 


OVERALL 

61 % 


Nol as slick a conversion as the 
Amiga game — simultaneous two- 
player option Is particularly 
missed. 
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PRESENTATION 65% 

Some alir active intro screen:, snc>n 
become irritating as dying forcers 
reloading : gnbea raL?E* on cassette, 
marks srftfar disk version) 

GRAPHICS 87% 

Bnj. bold, colourful. hotJ tftry 
imaginative The wa&p i&jwiitoularly 
nice 

SOUND 30% 

Some nice ktading music and in-game 
tunes. 

HOOKABILITY 42% 

The firsi geme i&oit« n! Lhe hardest 
end least enjoyable 


Tnughness makes for a lormidaole 
chHlleiigt* bul weak gar i ujplay makes 
.wriusience unlikely. 


OVERALL 

52% 


A bold conversion, which fails 
mainly due to weaknesses in 
the original's gam ep lay. 
[Deduct 20% for cassette 
version.) 


PRESENTATION 73% 

Quite a readable novella, but elaborate 
death sequence soon becomes milal- 
ing 

GRAPHICS 84% 

Definitely weird, and nicely drawn, but 
variety is lacking. 

SOUND 72% 

Seme yqpd turt^S, k rkd FX 

HOOKABILITY 57% 

Initially confusing Anri bigti difficully 

makes compulsive additf»0n unlikely 

INSTABILITY 63% 

Limited gameplay *5 hardly 
compensated for by Irritating tough- 
ness. t 


An ambitious idea which 
lacks sufficient thought over 
gameplay. 


T All the fun of the fair; a g ran I bee I i ke s the taste of your candyfloss, 164) 


ZZAP! APRIL 1990 


f You've caught a fish - now use it to batter the ' thing 1 on legs. ■ a/nigaf 


TeJT 


MicroPros©, C64 £9.99 
cassette* £14.99 disk; 
Amiga £24.99 

S teve Is not a lucky 
person. Of all the 
unlucky love matches 
made through the millennia, 
Steve's love for fellow worker 
Emily is most likely the worst, 
because, in truth, there aren't 
that many daemons that have 
been banished to Earth. And 
Zelloripus, the one possessing 
Emily, is the most evil daemon 
there has ever been. Of course 
Emily might look attractive, but 
after centuries of tedium In 
Plymouth her outlook on fife is 
not sunny... 

To begin with, Emily gives 
Steve some L headache pills' to 


heighten his senses — so as to 
make the coming agony even 
worse. Then she unleashes the 
eponymous weird dreams 
which have such an intense, 
vicious edge they soon put him 
In hospital for a life-threatening 
operation,,. 

For Steve to wake up from 
his terrifying dreams, and 
survive the operation, he must 
collect various objects from the 
multiple, interconnected 
dreams which haunt him. His 
quest begins in a candy floss 
machine, a great metal tub with 
sticky pink floss whirling 
around to be gathered up by a 
stick, Steve must jump up at 
just the right moment to grab 
hold of the stick without toeing 
flattened toy It. (G64 owners 
cannot be killed here, but it's 


I. this is or.,,, 

I, mean, what 
other game can 
boast giant wasps, 
floating fish, or a 
carnivorous football (rny person- 
al favourite)? Some of the very 
attractive surrealist graphics 
are also pretty gruesome; espe- 
cially when you get get shred- 
ded by a runaway lawnmowerl 
The gameplay, although innova- 
tive. doesn't really live up to the 
great presentation. But if you're 
looking for something a bit dif- 
ferent, W&ird Dreams is it! 


harder to grab the stick.) 

Once lifted out of the tub 
Steve is deposited outside a 
fairground, just in time to face a 
giant weep carrying a very 
useful object. Unfortunately the 
wasp has a lethal sting... Amiga 
owners can run left into the hall 
of mirrors where there are five 
mirrors (two of which are 
temporarily barred), giving 
access to the other dream 
levels. C64 owners however, 
must play the game in a set 
order to make multiloading 
easier. (This is an intelligent 
use of machine, but frequent 
death forces so much 
rewinding and reloading that 
the cassette version seems 
almost pointless.) 

There are about nine sub- 
games in all, Including a beat- 
'em-up one where you fight 
rock creatures with a fish, 
some swordplay with roses and 
a lethal game of ball with a 
young girt. 


Dreams has 
obvious similarities 
with Space Ace r in 
that both have soma 
spectacularly imagi- 
native graphics — at the price of 
heavy disk access and limited 
gameplay, The sub-games look 
weird, bul as there's only about 
nine theyTo very tough to pro- 
vide some- sort of value -for- 
money. This soon becomes 
extremely irritating, forcing lots 
of reloading when you die. 
Obviously the Amiga game has 
faster disk access, but it's more 
frequent (unless you have one 
megabyte of memory). In short, 
whiie the graphics are great 
(especially on the C64), the 
gameplay will please only the 
patient and persistent, 
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This is the best puzzle game 
since the classic Tstrfs. The con- 
cept is simple, but fiendishly 
difficult to master as you con- 
struct a huge spaghetti juncti on 
of pipes, frantically trying to out- 
run the dreaded gunge! The 
graphics aren't that impressive 
but they're clear and serve their 
purpose well; as does the gradu- 
ally accelerating 'one note jam' 
sound on the Amiga, while C64 
’sound is limited to tunelets and 
: sparse but Informative FX. Un like 
many other puzzle games, 

I Pipemante isn't limited to the 
| same style of screen: for getting 
Onto higher levels you are 
rewarded with not just different 
graphics but lots of extra fea- 
tures, The excellent expert and 
two-player modes are the icing 
on the cake. Brilliant, 


Empire, C64 £9.99 cassette, £14.99 disk; Amiga £24.99 

QPIumblng the depths of dev! ousness to drive you round the bend! 

A ren't pipes wonderful 
things? You can smoke 
them, play them to make 
beautiful music, and pump 
water* gas r and sewage down 
them (although these activities 
are not recommended with the 


In Pipemanta however, you - 

must simply join them together. Jr J&L 

Straight bits, bendy bits, cross- I 

overs, ones which on iy flow one i 

way: they ail must be assembled j 

into as long a pipeline as possi- 

▼ Doing we M in expert mode, with two mis of pipes to choose fr 
and a reduced time limit (CB4> 
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ble f &r tbs yellow gunge which 
emanates from the 'start* pipe 
to flow through. 

Sounds easy enough, The 
trouble is, your pipeline must 
stay within the confines of the 
screen. And you don't even get 
to choose which pipe section to 
use next. A supply of random 
sections scrolls down in a win- 
dow to the left of the play area: 
you must use the one at the bot- 
tom in order to access the neat 
if you've placed a piece in the 
wrong place, you can ‘bomb 1 it 
by laying a new section on top— 
though this incurs a 50-point 
penalty. 

Obviously* you need a few 
seconds to prepare any pipe at 
all, so at the start of each round 
there's a short time allowed 
before the gunge emerges. 
When you’ve laid a very long 
pipeline you can even make the 
gunge flow faster for double 
points. The round ends when the 
gunge reaches the end Of the 


pipe. To get to the next round 
you must make the gunge flow 
through the requ ired number of 
pipe sections. Don’t go laying 
pipe recklessly though; TOO 
points are deducted for each 
unused section laid. 

In some rounds there are also 
deadly obstacles such as fish 
(?!) to avoid, plus bonus pieces 
(for extra points if the gunge 
flows through them) and reser- 
voirs which take a while to fill , 
g ivihg you extra time. There may 
also be gaps in the playing area 
wall - when gunge flows 
through one, it reappears from 
the opposite side of the screen 
(providing you’ve got a pipe 
there!). 

Every four rounds you’re 
given a password (to return you 
to this point if you die) and you 
geta go at the bonus level. Here, 
pieces appear in turn at the top 
of the screen - pres s fi re to 
make them drop, hopefully 
creating a long pipeline from the 
start-piece at the bottom of the 
screen. 

For novices there’s an easy 
Trainer mode, while profes- 
sional. plumbers can play on 
Expert level where there are two 
(differently coloured) section 
supplies to choose pieces from. 
There’s also a Competitive two- 
plumber mode in which both 
players plumb simultaneously* 
each having his own separate 
section dispenser and score. 


il The bonus level where pipes 

oppod from the top. 

xn't doing well at this one! ;C&4. 


I’ve had so much fun playing Pipemanis, The perplexing, pipe-placing 
action is so incredibly addictive, and even when you lose it's not that 
frustrating -the action is so panic-inducing you usually end up laugh- 
ing at all the stupid mistakes you’ve made under pressure. Two- 
player games are even more fun, and although competitive you really 
need some degree of cooperation to stand a chance - Phil and The 
Scoreiord kept bombing each other s pieces and ended up with woe- 
fully low scores! The excellent bonus levels add extra variety, while 
the password system allows you to get further through the levels with 
each attempt. With its fast arcade action Ptpemani# is mere than just 
another puzzle game and will appeal to all games players. 


Pipemanla is one of those games 
you really have to play to believe 
how addictive it is. A mere one 
life to complete four levels of the 
game before getting that all- 
important password is just so 
sadistic - we really must have a 
challenge on this game soon. 
The number of times F’ve nearly 
blown a circuit when I’ve died on 
the fourth in a scries of levels is 
beyond counting. Ill knew where 
programmers, Assembly Line, 
were based I'd reduce them to 
hamburger in seconds! But you 
just keep coming back, because 
it’s so enjoyable to play.. Unlike 
most puzzle games the 
emphasis is on arcade reflexes 
as much as thinking, as each 
new piece comes up the rush to 
place it somewhere is frantic, 
And when you’ve got two people 
playing . . . well, Phil (the thiev- 
ing, selfish protoplasmic slime) is 
still talking in a whisper after I 
very nearly throttled him far ruin- 
ing one of my lines. ’Co-opera- 
tion' he kept on saying, before 
replacing my pieces so he could 
got the most points! 

As for differences between the 
two versions, the Amiga has a 
much greater variety of graphics, 
not that they’re particularly stun-| 
ning or useful considering the 
price. The G64 makes do with 
some tastefully restrained 
graphics which do without any| 
multi load irritations. In short, this 
is an utterly fiendish game that 
no Commodore owner should be 
without. Forget shoot- 1 ’em-ups 
and beat-’em-upsi this game la 
going into the arcades, and once 
you play ft you'll know why. Buy 
rt now! 


PRESENTATION 91% 

Lots cif options including useful pass- 
word System and brilliant simultane- 
ous two- player mode. 

GRAPHICS 73% 

We l| designed for maximum clarity, A 

I bit lacking in variety, 1 hough. 

SOUND 69% 

Nice assortment or spot FX and 
t un aia to . 

HOOKA BIL IT Y 97% 

Let mo have another got 

INSTABILITY 91% 

' Exceifeni two- player made will keep 
interest high (as well as causing loads 
of arg^mente!). 


OVERALL 

94 % 


An &marinq|y addictive puzzle 
game. 


PRESENTATION 90% 

Same as C64. 

GRAPHICS 73% 

Functionally clear with more variety 
than C&4. 

SOUND 60% 

Pen ic- inducing ' one note |am 1 sound, 
adequate FX. 

HOOK ABILITY 97% 

Er. . . it's a b<l addictive! 

INSTABILITY 91% 

The emphasis is on fun rather than 
frustration , so the appeal is long last- 
ing. 






OVERALL 


94 % 
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Doom 


energy reaches zero, the other 
is also strangely defeated, and 
New York is nuked! 

Purchasers of the game get a 
free collector’s comic (the first 
part of the^DrOoom's Revenge’ 
story), atthough G64 cassette 
owners must send away for 
theirs (it's too big to fit in the 
smaller box). 


■ X *m r l Superheroes 

vJMiH WOL >!d seem p^ r_ 

feet material tor 
computer games,, 
but with the excep- 
tion of Batman most have been 
dire, and Captain America has 
now starred in two of the worst. 
His latest is basically a beat-’em- 
up with a few subgames and 
comic strip screens dividing up 
the sections, These add-on bits 
may seem interesting, but turn 


out to be not worth the loading 
time, not even on the Amiga, 
That leaves the beat- ! em-up 
sections which have good 
potential due to all the different 
supervillains, but are crippled by 
unbelievably slow response to 
.the joystick. The G64 game 


makes the best use of the host 
computer, but loading times are 
bad. The tape version is a night- 
mare with loads for each section, 
plus the comic screens in betw- 
een, Dying once results in 
rewinding to the start of a mas- 
sive tape. 


▼ Some superhero - Captain America gets beaten up by Metal Mickey! 1B4| 




PRESENTATION 60% 

Excellent manual with superhero/vil- 
lain biographies, Iteeconnic otter, but 
horrendous tape rnuiiikjad. 

GRAPHICS 6S% 

Detailed backgrounds, attractive 
sprites, but poor animation. 

SOUND 40% 

Sparse FX. 

HOOK ABILITY 42% 

The beal-’em-up action is ever- sim- 
ple with too lew moves a vi i table lo 
tfre heroes. 

INSTABILITY 52% 

A fair-sized challenge, although the 
villains are loo easy to beat 


A big disappointment for Marvel 
fans. 


P RE S ENT ATI O N 52% 

Lots of slow disk accessing, but the 
fr« comic and good manual are 
some cOflSQifllmn. 

GRAPHICS 40% 

Mediocre characters and back * 
grounds, |Brkv scrolling, and poor 
animation. 

SOUND 30% 

Sparse spot FX. 

HOOK ABILITY 24% 

Horrendously sluggish response 
ruins unoriginal gameplay 

LAST ABILITY 32% 

Touuha, than the 64. but lass artiov 
able 


□ HOT 


Superheroes turned into gerialrlcaE 
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RESEARCH PROJECT: Binary code addiction as 

a means of controlling the world* 
HEAD SCIENTIST: Prof NORMAN NUTZ Phd, 

Bsc, KP. 

RESEARCH EQI IPMENT: C64, Amiga A500, 

Cray -2. 

LAB ASSISTANT: The Geek 5 

%{gw I don ’t ivish to get you all too edited But / 
actually gat a letter . Ft sfrom Miss J' M Cooperand 
sfe mentions something about doing a Eest Adventure 
(fames of the ’Eighties, ivhat the arcade guys did. 
Oh ad right*., as if I hadn ' t got enough to do. 


ADHmfmSCLMQT. 

JIMe 

Amiga 

1) (Drakfhen (Infogrames) 

2) Journey (fnfocom) 

3) Indiana Jones & r Thz 
Last Crusade 
(LucasfilmfUS gold) 

4) (Future Wars (Ddphine 
Soft zvare/Palace } 

5} Space Qyest If (Sierra - 
QnHinefActivision) 

Commodore 64 (cassette) 
IjfJhe (Hobbit 
((Melbourne House) 

2) Mardort i Quest 


ft Melbourne House) 

3) Heroes Of %grn 
((Melbourne House) 

4) f Drocuk(CKL) 
$}*Tower Of Despair 
(fames Workshop) 

Commodore 64 (Dis fi 
only) 

QZortFIF (Infocom) 

2) Star cross (Infocom) 

3) guild Of ‘Thieves 
{(Hginbird) 

4) (Dragon Wars * 
(Interplay) 

5) ‘The Hobbit 
((Melbourne House) 




THE HO 
OF SHADO 

Electronic Arts, Amiga £24.90 


I nspired by the works of 
HP Lovecraft - a r 
sive, eccentric a 
whose contributor 
macabre fiction includ 
'The Shuttered Room 1 
and ‘The Call Of Cfhulhu 
— The Hound Of Shadow 
(THOS) isn't, as you might 
think, a bo t|t Hank Marvin's m utt 
but revolves around the occult 
and demonic doings of J 920 Eng- 
land. 

It transpires that a devil doggy 
is about to lean into our 
dimension and hound humans to 
death. It’s up lo you to doggedly 
mar the in u it ’s m a Eevp fen i 
mischief and send it back to the 
hairy hell from whence it came 
(Bark shire?). 

Before yqu undertake 
(probably not a good word to use 
in ih c. circumstances) this 
terrifying task you may either 
erea te a cha ra-qter of you r o wn to 
play with, or use erne of three 
supplied with the game. 
Character creating is a complex 
job bin basically you choose your 
sex, namei-agr; title, nationality 
(American ht British) , 
profession (sdffh as^ftSfecrai, 
scholar, or private eye), and 
skills (physical, social, academic, 
creative, logical, spiritual, and 
nvestigative). Once u've 
ro vj ded your character with t he 
asics, they (hopefully) hone 
their particular skills as play 
progresses. 

The game begins with you in 
your Hat awaiting a visit by your 
best friend - this character is the 
same sex as you an d , if i nierac r ed 
with correctly; can be a great help 
to you. When he/she arrives you 
both hop into a cab to attend a 
seance, ft is at this seance thal 
you receive an inkling of the 


P 

b; 


presence of the hound and get 
dragged into doing something 
““ ut it. 

i v*s to discover more 
appentngs at the 
domyouTegivfen 
tid London is 
n take the tube or 
even catch a bus to places all 
around The Big Smoke. Walking 
the streets is limited however, as 
you ’re required to name (and go 
to) your destination after only a 
few- moves. T his is for your 
benefit as 77 IOS is played in real 
time andfcaA^not goi forever 
to compHH^kfact the system 
used is called 

Time! i iHmift games of this 
type are pf&snffl for release. 

You interact with THOS using 
typed input and, although the 
parser leaves a lot to be desired, 
most commands are catered for, 
Text is used very well to create a 
believable atmosphere and is 
enhanced by nicely-drawn 
graphics. 

At the start of THOS you're 
guided a bit too much by the 
game ant! have no real freedom 
to do as you like, but as the plot 
thickens so your freedom to 
explore grows. Having the ability 
to create and play with as many 
characters as you like (only one 
at a time though) means that 
even once you've completed the 
game you can play again using 
another character and their 
different adventuring skills*" 


ATMOSPHERE 
PUZZLE FACT* 
INTERACTION 
LAST ABILITY 
OVERALL 




CHAMPIONS 

OFKRYNN 

SSI/US Gold, C64 (disk only} £29.99 


K ryrm has had a 

rough rime of late, 
what with the 
Queen of Dark’ 
ncssiryingrto over- 
throw the land, 
and RaistHn 
Maj^re'- a one- 
time friendly mage - almost 
destroying the kingdom when 
attempting to Income a super 
god. Fortunately, the last few 
years have been relatively quiet: 
armies have been disbanded a 
it is only knights who, from their 
strategic outposts, remain per- 
manently vigilant against evil 
doings, 

However, rumours of Draco* 
nian devilry are spreading 
(again ,i and as Krynn/ urtnies are 
no moi c itS up ip oiditpry4b]k 
to patrol Krynn -and report the it/ 
findings, Unfortun a tel y,*as the v 
plot thicken s The evil grows and ' 
eventually ortly^ou and your 
r:tr(y are all that stand in the way 
□ I evil tyranny, 

A party of characters is formed 
at the start of the game (or should 
you he in a hurry, you can use t he 
one SSI prepared earlier), Attri- 
butes include Cl ass. Gender, Hit 
Poi nfs , A f mour Cla $s, and so on . 
A graphic depiction of each 
member of your party may be 
subtly changed (colour of 
amtour, weapons, and hair, fo*» 
example) s<*y oil -fna\ distinguish 
between characters when .in ani- 
mated combat mode. 

Controlled is with keys and 
joystick, via options displayed at 
the bottom of the screen. Each 
see na rio is depicted in a di ff e ren t 
fash ion * but all feature very nice 
pictures (except for your being 
shown as a square dot when 
travelling over land). The 


number of options available to 


you are many and divers^espe- 
dailv in combat, although you 
can let your computer take over 


DEMON'S 
TOMB: THk * 
AWAKENING 

Vi rgin/M el bourne House, Amiga £19,99 


for you, here). 

The first ming I noticed ab&ut 
Champions Of Krynn was the 
aiJvful title music, thankfully the 
stab of a key gats rid of it. 
Gameplay is very similar to 
Curse Of The Azure Bondi 
(another Dragonlance RFG), but 
this is no bad thing, although play 
can get a bit annoying from time 
to bme: ONE ( J emphasise one 
as I could only see a sitpgle enemy 
i n the graphic wi ndow) guy 
wouldn’t let me into The town of 
Throtl , so 1 decided trr attack and 
teach him a lesson. However, 
when the combat screen 
appeared 1 found there were act* 
dally about 20 hobgoblins facing 
my party of fou£ it w as trouser- 
changing time. Luckily, one can 
run away when faced with such 
an ijiTposssblc situation. 

Apart from the fact that only 
one saved-garqe position is 
allowed per character disk „ 
Champions Of K rmp is a n e x ed *“■* 
lent RFG Fealuriq^magic. 
jdcs. da^ih, an intricate combat 
system; depth and a very large 
pkyy area, It seems better than all 

E rtfvious Dragon lance releases, 
ul then maybe I'm just getting 
used to them, Whatever the 
reasojj, I think Champions Qi. 
Krytin is a must for your collec- 
tion. 


ATMOSPHERE 81% 

PUZZLE FACTOR 86% 

INTERACTION 88% 

INSTABILITY 87% 

OVERALL 87% 


w hut do you call 
V S f a moor that 
jjH / isn’t? No, not 
.)B /M / u less but ait 
■l/ ■/ ex moor. And 

Vf Wf it s here, in 

W W deepest, dar-, 

T kes[ Devon 

(and Somerset) that aVt ancient 
horror stirs, The very .fabric of 
time antis pace is attiSk as forces 
of good and evil prepare to bat- 
tle. And guess 'who's in the thick 
of it (but thankfully you've got 
your trusty dog Sam with 
you , . . just in case things get 
woof). 

While working m an archaic 
tomb your father, an expert 
Egyptologist (what's he doing 
cliggin 1 in Devon then?), dies a 
sudden and horrible detffh. His 
disappearance naturally" chutes 
concern and you set oul to 'dis- 
cover what's become of him 
However* plunging you 
straight in at the deep eiid t 
T>erM?n’s Tomb begins with vou 


act ualEy play i ng your fat h e r a s he 
explores the tomb, Accidental! 
-or so he thinks! - his lamp rips 
over and ignites the dry leaves 
that lie on the floor of the 
tomb , . . jOst ui the door slams 
shut. He sa^denty has very little 
time in whflpd^tore bis records: 
in a place saTJCrcm the now-rag- 
ing lire, especially,]!' I u tyre 
explores are to leiifii from his 
findings/ There is no way to save 
your father though r he’s doomed 
to die . 

If he doesn’t manage to save 
everything from the flames 
before they engulf him, comple- 
tion of Demon s Tom frjyim pos- 
sible. Fort u i wit* I y , y cnj ! ,r£ 'give it 
ihe chance to (May thtr profogTic 
again before entering the advert- 

Tihra 


tu re proper: 

In the mam ■game you play 
Richard as Le^ives to tiiscover 


I* CkVlSH CORtnt 
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OPTIONS 


SOFT OPTIONS 
6 HOPE STREET 
HANLEY 
STOKE OH TREHT 
TEL; 0782 204269 


SALE 

SALE 

SALE 

SALE 


CM CLEARANCE CASSETTES 

ACTION BIKER „ 175 

CY&ERSN0ID2 ...2.99 

QUICKIE EGG 2.99 

COMSAT SCHOOL . . 2.99 


FRANKWSTBN . , 

GOTH IK 

GAME OVER 2 

GARFIELD 

HOPPING MAD .... 
IKARl WARRIORS - 


star glider 2.00 

JAQKTHE NIPPER 2 2.99 

JOE BLADE 2 2,99 

KNIGHT GAMES 2 2.09 

KRYPTON FACTOR 2.99 

HUNCHBACK 2 . 2.99 

MODES Of TESOO „ 2.99 

PHANTOM QF ASTEROIDS*. 50 
PRESIDENT IS MISSING . 4.99 
SPEEDING 1.75 


SALE 


C64 CLEARANCE CASSETTES 

KNlGHTMARE 1 99 

LEADER BOARD 2.99 

LAS VEGAS CASINO ....... 2.99 

umjECOMKjTER PEOPLE 2-99 


CM CLEARANCE CASSETTES 

QUEDEX 2.99 

QUARTET ......... 299 

RETURN OF THE JEOi ...3 99 
RICK DANGEROUS . 6.99 


CM CLEARANCE CASSETTES 

BETTER HEAD THANAUEN 2.99 
BEWARE ICE HUGE . 2.99 

LIVING DAYLIGHTS 2.99 

ENDURO RACER 2.99 


CM SPECIALS 

CHASE NO 

STUNT GAR RACES . ... 

RDBOCOP 

CABAL „ 


CM SPECIALS 

6,00 RENEGADE 

6.99 PREDATOR 

6.90 TOP GUN 

6.90 RAMPAGE 


2.99 

MAGNETRON 

2.99 

LAZER SQUAD 

6.99 

CAPTAIN BLOOD 

3.99 

Of>™UNDEHBQLT 

6.90 

short mcurr 

... 2.99 

MAX TORQUE 

2.99 

SAWXION 

2.99 

CYBERNOID 

2.99 

TURBO OUTRUN 

6.00 

hyper sports 

299 

MINI GOLF 

2.99 

SIGMA 7 

1.99 

ELIMINATOR 

2.99 

STRIDER 

5.90 

IK+ ., 

... 2 W 

MIAMI VICE 

2.99 

ELAINE 

1.99 

ARMY MOVES 

2.99 

GHOULS & GHOSTS 

6.90 

5UPEH SfflINT 

- 2.99 

MIND SHADOW 

2.09 

SUPER SPORT 

2.99 

ACTON FORCE 

2.99 

WILD STREETS „ 

6.90 

PING PONG 

2 99 

MOTOR MASSACRE 

299 

SABOTEUR 2 

2.99 

ATHENA 

2.9*9 

5NAHE 

699 

T&OBfKJK 

3 09 

NIGHT RAIDED 

3.09 

SHADOWS OF MGtiDOH 

2.90 

ANDY CARP 

2.90 

SALLlSm 

6.99 

TRUNDERBLADE 

. 2.99 

NEeutus 

2.99 

SKATE CRAZY 

2.99 

ANNALS Of ROME 

4.% 

VENDETTA 

6.99 

TRACKER 

.... m 

NETHERWQHLD 

2.99 

STREET HASSEL 

299 

BOSS FULL HOUSE 

3.99 

BLUE ANGEL 

699 

UNTOUCHABLES 

299 

PAC LAND 

4 99 

SQRCERQR LORD 

3.99 

CHAMP BASEBALL 

2.99 

COBRA 

2.00 

BATMAN THE HOME . 

.... 1 99 

PtHK PANTHER 

3.99 

SIDE ARMS 

2.99 

BA5KETMAST® 

299 

THE GI^AT ESCAPE 

2.99 

T0MSJBTHY2 

.... 2.99 

o 

E 

5 

1 

s 

199 

STRIP POKER 2+ ........ 

399 

BOMBUZAL 

3.00 

STREET FIGHTER 

2.99 

BLOODWYtH 

.... 2.99 

OKINAWA . . 

299 

SIDEWALK 

199 

BLOCKBUSTERS 

2.99 

SPTTTHHE 40 

2.99 

1 JONES LAST CRUSADE 


ACTON SERVICE 2.99 

OOMlNATOfi „ 3.99 


GRANGE HILL ...... 

TRIVIA 

HOLE IN ONE 

KANE 

DO SUSA . 

GREEN BERET 


..... 3.99 
.... 2.SS 


STAR RAIDERS 2 2.99 

5KD0L DAZE 2.00 

SURE* WONDER BOY . 6.99 

TIME SCANNER 3.99 

TOP FUEL CHALLENGE 2.90 

THUNDER CATS 2M 

VIEW T0 A WU 1.» 

THEATRE EUROPE 2.99 


BATTLE FOR MIDWAY ...2.90 

BLASTEROIDS 3.99 

HIGGLES 1.99 

GUNSHIP 9.99 

APB ™ 6.99 

RACK EM „ 2.90 

FAST BREAK 2.99 

MDQKWALKER 6-99 


SPOOKED 

MYTT1 

HARD DRIVING 

TOOBIN 

DAN D ARE 3 

RETROGRADE 

MICROPROSE SOCCER 
BOMBER 


2.99 ALTERED BEAST ........ 

7.99 POWER DRIFT 

6.99 NEW ZEALAND STORY „ 

6.99 NINJA WARRIORS 

6.99 TRUNDEFEIRPS 

6.90 SrtNOBl — ■ 

9.99 REAL GHOSTHUSTHS _ 

7.99 TKO 


SALE TIME AT SOFT OPTIONS - CAN YOU AFFORD TO MISS THESE 
ALL ORDERS SENT 1st CLASS POST, P&P UNDER £5 
75p, OVER £5 P&P IS FREE 


THE BIZ 

fl-TYPE. BATMAN. 
DOUBLE DRAGON. 
OPERATION WOLF 
(MIR PRICE £995 


FOOTBALL MANAGER 2 
+ 

EXPANSION KIT 

ONLY ££.75 


100% DYNAMITE 

DOUBLE DRAGON 
LAST NIHJA2. 
AFTER BURNER, 
WED LE MANS 

ONLY £9,95 


TV SPECIALS 

BLOCKBUSTERS 
EVERY SECOND COUNTS 
KRYPTON FACTOR 

NOW £5.35 


SALE 


IM STOCK ITEMS DESPATCHED BY RETURN 


SALE 


9BT OF ELITE VOL 2 

PAPERBOY, GHOSTS N 
GOBUNS, BATTLESHIPS, 
BOMB JACK II 
ALL A ONLY £3 95 


MANIC MINER 

+ 

JET SET WILLY 

BOTH FOR £3.95 


THEY SOLD A MILLION 

DECATHLON. BEACH HEAD 
JET SET WILLY 
STAFF OF KARNATH 
ONLY £3,95 


SOLID GOLD 

GAUNTLET, AC£ Of ACES. 
LEADERBOAflO, WINTER 
GAMES, INFILTRATOR 

ALL 5 GAMES £3.99 


SALE 


SUPREME CHALLENGE 

FOOTBALL MANAGER, 
HANDBALL MARADONA. 
WORLD CHAMPIONS, 
PETER BEARDSLEYS 
SOCCER SUPREMO 
ALL 5 GAMES £6.99 


STATESIDE SMASH 
RAID ON BUNGLING BAY 
SFELUNKER 
STEALTH 
CHDPUFTER 
ALL 4 GAMES £3.99 


WICKED GIANT GAMES PACK 

CONTAINS 50 GREAT 
ARCADE ACTION GAMES. 
TOO MANY TO UST. 
EXCELLENT VALUE 

£6.50 



Please send me the following titles: (zzc2) 
Title 


Amount 



P Sc P (if applicable) 
Total amount 



Name 

Address..™. 




Telephone No,,., 

- - 
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Accolade, Amiga £1 9,95 
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he amount of times 
the human race 


builds a mega 
machine only for it to 
f;o berserk and 


become a threat to 
its creators yotnJ 

. _..u L. l „ 


to do anything to begin with. 
However, as you stroll, the dock 
ticks on. And as there’s u time 
limit to this adventure t it L s best to 
get down to business quickly. 

A good atmosphere is created 
using adequate text descriptions 
and attractive graphics. Humour 
nestles nicely in the prose , unlike 
many adventures it doesn’t thrust 
itself at you but gently touches 
vour arm Jeans forward * and 


whispers j o kes in y a u t e 
of which nearly made 
Try typing in Store 


hang on to yo 
As 


ADVENTURE 

HELPLINE 


Pit you play computer adventured 
Have you ever been faced with a 
seemingly impossible siiuaikm? 

WE CAN HELP 

Our adventure rescue 
team work 7 days and 7 
evenings a week and will 
be pleased to answer 
your queries. Open 
noon til! midnight. 
We offer help with any 
games or any computer 
- so if you are tearing 
your hair out ring this 
number now! 

0898 338 933 


Examine routine (although you 
have to be carrying items before J 
you can examine mem), 

Demon V Tomb also includes a 
Think About feature which 
allows you to er . ► , well, think 
about items and people you’ve 
seen or met in the game. This nice 
little feature provide more clues 
about your surroundings and 
experiences, ^ ^ 

eacrtlsbpggy 
drags you 
og can l found 
d whilst amid 

S an object 
__ s in you 

being transported to a different 
location. Very odd. particularly 
as, thercls tu j ind icati on of i toeing 

The ability to customise the 
screen (40/60/80 column, two col- 
umns of text, and Text or Menu 
option) is great and Demon's 
f onnrfeaUires many more really 
useful options; user definable 
abbrevi n ti pisss ( such as defining X 
for Examine;: undo last move, 
previous line recall and edit, and 
ramsa ve/1 cad. The T ext or Menu 
option is most useful; playing in 
menu mode (pjek'n’dick, basic- 
ally) provides dues to playing 
‘cause all examinable and Think 
About objects are listed, plus all 
verbs and adjectives available . 
The packaging «1 Eii ms that 


think we would have 
teamed our lesson by now. But, 
oh no. here we go again . . 

GA R was built to carry out all 
those tedious Jeep-space tasks 
that Man couldn’t be bothered 
with: mining, piloting cargo 
ships, and so bn. A cross between 
human and machine, (JAR's bril- 
liant biotechnoid mind eventu- 
ally blew a fuse (probably* 
through boredom) and it's cur- 
rently busy creating mega- 
weapons so if can destroy all 
biological life (it even surrounds 
itself with a protective force: a 
GAR-field). GAR is planning his 
extinction of hu man Li fe from t he 
relative safety of cold, lifeless 
planets at the edge of our galaxy . 

While cruising through deep 
space in your attack frigate a dis- 
tress signal interrupts your pon- 


dering* Earth s defence base has 
been attacked and GAR is sus- 
pect number one. An all-out 
strike is considere^Jutde 
(wpqfdn’t ya knowMiP} and it's 
decided that one ship - yours - ^ 
may just be able to enter GAR’s 
defences undetected, It's times 
like ibis you wish you’d left your 
cdmmunications switched of I 
You’re told that back-up disks 
i pf Earth’s defence system are 
stored at the besieged base an^ T 
as vour ship comes equipped with 
a Viper Droit# a remote-control- 
led attack unir). you're volun- 
teered^ go and sorwhe situation 
out. Ae ulu^fnjj'.jLir Viper to 
beam c Id w r\ t n t and , co it-* 

. trolled by yob from i he safety ot , 
fyiur ship, find the disks and 
reboot the defence system. 
Unfortunately yourjtfiper sp- ■ 

H a ins damage during^ mspojta - 1 
ion run;, ki og y ous^jjp all fne 
more difficult. ' V V." 

The screen very neatlu displays 
your view of the base (as seen 
through, Viper's un feeling eyes) 
l plug its various systems. These 


Demon s TbmfrTcMuies Some 
of the toughest problems you’ll 
ever tackle . + fr>r this wasn’t 
true, as Fm sure Li -won’t be for 
any seasoned adventurer (if l 
were any more seasoned T J be a 
Madras). Nonetheless, (he game 
is good. [ Smnd it a little easy to 
make progress but thoroughly 
enjoyed my romp through 
Devon . . , well who wouldn't? 


ATMOSPHERE 
PUZZLE FACTOR 
INTERACTION 
LAST ABILITY 
OVERALL 


78 % 

64 % 

80 % 

S9% 

75 % 


WINDWALKER 

Origin, 564 (disk only) £*9.99; Amiga £29.99 


W ay back in ped and the rightful Emperor pul 

ZZAPE 31 i back on the throne. ‘Only right 

rather r and proper" J hear you say. But 

enigmatic does Moby tackle the situation 

character himself? Does he use hi si ncredi- 

callcd Nik ble powers to put right wrongs ' 

Wild No! He gets some untrained, 

(Superman inexperienced disciple to Jo his 

tan ana eiue ixu* Gold badge dirty work for him . , , which as 

winner), reviewed Moebius, the where you come in. 

preotid to Windwalker, It Before you set out on the long 

TC^ved a cool reception and ™ and arduous road toward freeing 
awarded t rare 43 %Ttwo years the Emperor and gain mg a bit of 
on have Origin improved this enlightenment along the way it s 

seAuel enough for it to smash 3 good idea to indulge in a spot of 

dSough the 50% barrier combat training Becoming 

The Emperor of Khantun, proficient in both armed and 

C hao Ti h as been im prisoned by u narcned comba t agai nst a van - 

the evil Warlord + Zhurong and ety of foes not only prepares you 

his Alchemist sidekick, Shen for future fights but also rewards 

Jang, These two tyrants are ml- you with greater attributes 

i i ns the once -prospe rous Kh a n- ( karm a T honour , hod y •. and 

tun in true, er.. tyrannical style. spirit) for when your journey 
You know the sort of thing , send- he gins . 

me menfolk to work in the jade Once in the adventure proper 

mines, making sex-slaves of you control a head icon of your* 

women, killing all who dare defy self as it jerks through interesting 

the ir ru! c.hri rigmit fort h e v il Landscapes and dull j nduor loca- 

land , and tions. All characters are depleted 
suchl i kJT *** ■ in a si mi larly heady way . exec pt 

Moefius. the 4 di feeing, all- when at sea where a boat icon 
powerful one, has decided that takes over. 

Shen and Zhurong must be stop- While wandering, you talk to 






^INDWALKCp 

IroiTU?^ 


called Slaygon was released for 
another 16-bit machine begin- 
ning with an A. Reviewed in mar 
sister mag , The Gamas Machine, 
it was reported to have been 
created with a utility called GFA 
Basic. line authors of Staygpn, 
John Conely and J times Oxley, " 
are credited for Day Of The 
Viper and, if memory serves ( and 
look ing at the screen s hots of 
SlavEtm). this is an incredibly 
similar game. Charging £19,-95 
for a game "that’s two years old 
(and doesn’t seem to have been 


updated) is a birsuepe^I 
Nonetheless, Day df Ifn 
is very enji >yible to jitay f 
gtfod, work# well, and pro 1 

comer and t^p : an^jir‘r'c 


ATMOSPHERE Rl% 

PUZZLE FACTOR mt 65% 
INTERACTION 77% 

INSTABILITY 837# 

OVERALL 79% 


difficult by i be base 'science sys- 
tems and GAR’s security 
mcchanoids). Ah functions - 
such as scanning, using shields, 
and firing weapons - uses energy 
but, fortunately, energy givinfg 
crystals are lo be found in the cor- 
ridors Also to be found ‘.lying 
around' rfre cokw-coded pass 
keys for access equivalently 
colour-coded rooms, and various 
spare parts for maintaining 
Vi pet. / 

All in all, Day Of The Viper 
seems quite state -oHhe-art 
However, early iti 1988 a ganaeaj 


other characters, fight a variety 
of adversaries, pray for help and 
find objects such as money, ' 
health dixirv, and trolls- to help 
you on yotir way . The idea i,s that 
you remain a good dimple and J 
not indulge in uisEifrndurablc 
deeds such as stealing or runfling 
awijy from fair fights, 

Controlling your head as it 
jerks around the play area is par- 
ticular! y bor i ng especi a! I y whe n 
indoors - and communicating 
with other characters takes an 
age. Combat is more interesting 
but animation remains jerky and 


limited fight- moves soon induce 
yawns, 

Thfe research into oriental 
medicine, alchemy, archaeology 
mythology, and so on has obvi- 
ously been extensivt;, but it‘s 
render^ uninteresting due to 
simplified gameplay. 

VViritf waJfc er su tie rs t h e same 
fate as its predecessor, Moebius 
in that it features some poten- 
tially good ideati but remains 
flawed. It's just too stow and 
unrewarding to warrant perse* 
verance. 

Differences between Amiga 


and C64 versions are minimal* 
restricted to the quality of sound 
an d -g rap h ies (ges i era 1 1 y d isap- 
pointing for ihe Amiga) and the 
ab t li ty to use a mouse wit If t he 1 6- 
bil rendition, 


SCIENTIFIC 

SUGGESTIONS 


Hobble gobble. Geek here, just to 
say I haven't gone for good - If* 
just that Norm n kked all my space 
for extra reviews, Til see you ali 
next month with lots of tips and 
Clever Contacts, Before 1 go, War- 
ren Lee Melia asked me to amend 
his list of solved adventures . . 

Shadows of Mftrdor. Guild of Thieve*, 
iifldtr. Enchanter, SOrceror 

Warren Lev Melia. 1 Thornhill Avenue, 
Rishton, Blackburn. Lancs. BBt 4EZ, 
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Graphics throughout Kmcms 


GOMING SOON 




Origin/Mindscape, C64 (disk only) £19.99 


he kingdom of 
Ajshtafftrea is one 
shrouded in a history 
of dwarves, ores, 
elves, magic and 
mystery, A kingdom 
of adventurers* by 
adventurers, for 
adventurers. If you're not the 
type to settle down and earn n 
dece nf living , tradi ng or farming, 
then Ashtalarea is for you: 
Inhabitants offer rewards for 


■quests successfully undertaken, 
priests offer their heal i ng powers 
for w ounded he roes , and weapon 


masters offer training in the art 
of surviving. If not for all the 
enemies wandering around. 

Ash tal area would be n great (and 
safe) place in which to make a 
fortune as an adventurer . 

As with most RPGs your (irsi 
task is to create characters with 
which to explore Ashtaiarcj.^M 
You can create as many igt|gd| 

like but imEy plavjgifejJ 
iriiicinujui >t;-, 

J t ' < h 1 s i u gj ve a- be i ! - £ .TsuProJ 

survb ing), ChaiiAcVM^m^^H 

is extensive and limeTonsu^^P 
hut mtercstmlg. It features 
gender, class, and all other 
options usual with this style of 
game - you can even edit graphic 
depictions of your heroes. * 

Play begins at a tavern in the 


town Of Tirettk 1 
hoste tries sue 
may save you 
(achieved by 
Most Intis char 


at 
t you 
don 
night), 
& B so 


you need gold to save a game. 

I low ever, should you be skint, 
you m ay r isk you r i nve n I ory (an lI 
worse) by staying in a free but 

sleazy hostelry. 

In towns you discover all 
manner of retai I outk t* ( w c a pi m 
smith, armourer, and shops) 
froth where Lite wealthy 


adventurer may purchase most 
items required for a successful 
quest. As you wander around 
town you and your party are 
depicted as a spinning helmet. 

Once you've seen enough of 
town life [and armed yourself as 
best you can - weapons can be 
very expensive) it's time to 
venture into the wilderness in 
search of a quest or two. 

1'hcre appears to be no real 
goal m Knights Of Legend, apart 
from becoming a successful 
adventurer and earning lots of 
gold (enough of a goal for 
anybody, I suppose), 

The game is played using keys 
only, or keys and joystick, to 
choose actions from an icon 
panel at the bottom of the screen 
(these change to suit your 
situation) 

JjBHforrhe complaints . . . 

sia minutes and seven 
PHTTwaftt to load the game. It 
Chen took me live hours to ere ate 
|i wo characters, walk around 
.Brittle, buy aMof armour, and 
i etuirn to the Inn to save my 
game. There ^as no challenge 
during llsis Lime; only the „ 
impulsion to visit every building 
jUSi in case it contained 
something of import (which it 
usually didn't). 

Com mu meat ion with NPCs 
(Non Player Characters) can get 
confusing, at one point I asked a 
guard ab< nttu certain person he'd 
mentioned; from which he took 
me to be that person and 
proceeded to give me a task to 
complete. 

I came across a crumbly old 
castle on the road and it twtk four 
disk swaps to get in. 

Text was hard id read, even on 
a 1084 monitor. 

'There are good bits as well 


depicting Yduf suCwsiTal combat 
or displaying buildings or 
character! they're very good. 
Scrolling is very fast and smooth,, 
and the game has a huge play 
area. 

In fact . although when l set out 
on my initial trek through 
AihtaLarea I thought T + d die of 
boredom, th^ more E progressed 
the better the game became, 
Extensive combat commands 
(such as pantq, headbutt, punch, 
slash, and berserk) make 1 V 
interesting - even exciting - 
eon diets. And the teachers of 
magic, weapon skills, and the 
odd arena where you can prove 
your worth And up your grade as 
an ad venture i all add to the 
depth. 

The player’s handbook is quite 
hefty and requires reading 


thoroughly but the reference 
card speeds up ini the I plays. If 
you have the patience of Job then 
'Knights Of Legend s incredibly 
slow gameplay system won’t 
bother you too much and you'll 
bq able to enjoy the game for 
what it is; if you're not patient, 
forget itf Did I mention that the 
graphics arc really good? (Yes- 

Really-uwful infur million dept: 

Knights Of Legend modules are 
planned, through which you'll be 
able lo explore four more 
Kingdoms. 
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tASTASIUTY 
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CAUUSON: 

A V 24-HOUR CREDIT 

4 ■ CARD HOTLINE 

0902 25304 
ES ACCESS 
VISA QB3 


FTWARE CITY 


CBM 44 SELLERS 


CASS DSC 

ap.e fiiw g.w 

Afletihewcn __, &?? e.w 

Atensd Beast _ 6.9? 9.99 

BcfrlWt^WW® 499 (,« 

Bc« Chess WA 9.99 

Bockltoglc 6?9 9.99 

Blade Tiger 699 9.99 

Hue Angels „ 6« 9.99 

BortM 9.V3 IS. 99 

BriOTiClOesI^ 

Faatbdl Fothnes ... 699 99? 

COM 699 9.99 

CdiBrComrd ,... 699 9 99 

Ch®n(#yisix>&* __ 69? WA 

TheChcmp *99 N/ft 

ChOWHCL 6.99 9.99 

Cantoned Onus _ 6.99 9.99 

CndflfWj flw 4.99 N/A 

Qyw An/e Sends N/A 5499 

CytWCtf 6.99 9.99 

[blvCoubtoHase 

fiaeng — 4W 9.99 

DragOn MffO 499 9 09 

TheDMOHTeSD^e^ 699 9.99 

DynaTtfftlXif 69? 9.99 

Jrrlyn Hughes- Soccer „. 609 6.99 

TiftryiihRwilv 69? M9 

RnfSmfce 6.99 6.99 

fodMQtWtflff 6.99 WA 

Foofbdl Mci ■□ger2 

* E*J k* 499 9.99 

Forgotten Wnrids 409 999 

FrjP5chMl2(4$ „ 699 9.99 

GhceftxilB(s2 7.*? 9,99 

GhoutformOhflrtv ... — 699 999 
ttettrv I, teial 699 99) 

Heroes, of me Lqnce 699 9.99 

mdkna Jones Last 

Crusade 699 9 99 

ttatoem 699 9.9? 

ferny DOghh 699 IM/A 

Kick On _ 699 H/A 

Laza Squad 6.99 9.99 

HOtVIDH 500C«f __ 9,99 13,99 

toewIsdonda»y , 499 9.99 

Fbul&SQGliJiW 

SqperSocoer ,. 499 9.99 

Pkwmana ___ 699 9.99 

FtwerdU _ 499 993 

QtXJtertOCk — — 699 9.99 

Gt*±rawLskjrd 693 99? 

Bed $tQim filing 9.99 1199 

Bek DcrgetoLd 6?5 999 

frottte NfA 9.99 

Rctocdp 499 9.99 

fex^fl^pnger WA 13.99 

RuntieGcwrtlW 699 9.99 

Scopegho? 9.99 9.99 

Samtled Spiftfe 699 999 

JhktO&l 499 9.99 

Starwdts Trfcgy - „ 499 1JW 

Steglh Fighter __.. 9.99 129? 

Stride? 699 9,99 

SfcrtGj _ 9.99 1 6 99 

Sup&wtnderbOy 6« 999 

TmeaofUie 690 3.99 

Triabr __ 6-99 9.99 

lrpdaut Maroger 6.99 WA 

Tret* Champers ...... 699 WA 

TkrtwOuliir, 699 9.09 

Takers 69? 99? 

The Untouchables 699 999 

'/ndfcdcr* , - 6.99 3.99 

Wetd Dtetjre 9,99 11,99 

BfcnophObe 699 9.99 


69? 099 
69? 99? 

6.99 0.99 

9.99 11.99 
6 « 9.99 


CO MM 000 RE CASSETTE 


ERayft SySto League 5PCO« ,- 2.93 
19 Boot Caro , 1,99 


194 

. 29i? 

720 ... 

..£.?? 

Are 1 gr 2 

... 29? 

Advanced FW»t — 

.Arurtrtf ? 

... 29? 
1.0? 

Ardade FBgftS)m 

2.99 

.......... 

,,,.299 

AouASihowortdriMtkTyi . 

Bavarian 

Bary McGtJgom Bo^ng 

_ 1.9? 
.,.,29? 
293 

Bards Tale 

...,2.9i 

BMK&nlcrJ 

29? 

Bomnack : or 2 

, S?? 

Burtovtoy 

2?? 

avdnfieodtn 

..09? 

CNcago 30% 

2.9? 

ChudtieEggl or 2 — 

Cobrp 

3?9 

.29? 

Combd" School 

Commqndo 

__299 

299 

Cosn'lc CinWSwdy 

...,1.?9 

CipjyCtK 

...293 


295 

CMcket ntematlond 

.... 3.93 


QHcOlMasS , 1-99 

Crystal Cdsttej Z99 

On bemoldl Or 2 „ 2-99 

OoteyltnifTipson's iteoathton 2.9? 

Ctocrcttratori ...0.9? 

Deep Strike Y.99 

D**Q 

Desdator _2?9 

l^«i r MStX6totQndl>J2v 3-99 

CteryCHce 1.99 

The Dcdbie ________ ™_W9 

foges Ner 1,9? 

EmortStm^Bock ___,29? 

EndjRj Racer .,,..,.29? 

■frKtefW 1 90 

fimopear 2 1 9? 

EJQton 190 

fAQ* - 1.99 

Rghtng Mato __^.2.90 

Rrettadc 1.99 

ftp pwt' the Past 1 2.90 

ft 2 29} 

FtaWones 290 

ftjikv „r.ft99 

FrenEf * 1.99 

PaOlbdl Manager 2,99 


pganoaMf gr me tbot 
F ra^flftjno 

l.W 

FrcnkeretBl n i Jrr . 

29? 

Freddy Horde?! 

29? 

FnjMadYneftTi ... 

-9.9? 


19? 


. 79) 

Gory Lhe^iSupetdid Sower .2.9? 

Gamfet 1 Or 2 

__Z9? 

ShosnordSctitint ,— 

2.9? 

Sraham Soddh . . 

^ 1W 

Ghoittxrstor 

. . .. 1.9? 

Grand Mastsf Chess 

1.99 

Qqnd 3 t6 S*m 

............ 299 

&eat Escape 

295 

&etri bwe 1 

29? 

Grid ran 2 

29? 

(■Tr/ingrrer 

19? 

kxka2 

. .,.,09? 

Hffdbcii 

29? 

Heaflcnd 

1,99 


Heo^uetdftciriockDci 

HeUtreAltodr 

ft Frontier 

Ho(ty«jod Pctof 

Hunters Moon 

HvpetSbCris - .... 

tmhqtep 

■n^mdtfendt Ruyby Sim 


..2.90 

2.9? 

0.90 

1.99 

299 

— 293 

_D.W 

2.W 


SOFTWARE CITY 

UNIT 4. BDC 21 TEMPLE STREET, 

WOLVERHAMPTON WV2 4AN 


1.0, —2.9? 

ttert'Afepilffs .2.9? 

JdCkttsNlSt# ?9? 

JCIC *K* - 29? 

Joe Hade 1 Of 2 ...1.9? 

tCtSipaw —.2.9? 

K»svjt2 1.9? 

Khijrf Games. 2,?? 

Khl^tmae l.?9 

KcoarrJ Png Peng 2,99 

LMKJertcad 299 

LBogueCncienge 299 

Ut&5tHnn __ 299 

UttePuff — - 299 

iMnaDcuntfis _2?9 

McnlaiQ ...1,9? 

of me LhfwBrj) (T*n) ...2.99 

MahAPdrr 29? 

Mlg29Sa«tn0fer 2.9? 

Ivfesan Elevdtr 2.9? 

Moely on the R 1 ji 2.99 

Mote CrOsiSUn ^—^.2.9) 

MorfigTaigel ... 2.90 

Mfldwft WflCk^ 29? 

Nemesfa 299 

Netherworld l.W 

WgtvRacsr 

IftrnjoComrnond 2?9 

Cn Ihe Bends 1 09 

Ovettonder 2?? 

Puserboy ,.,29? 

POBlroShat 3.50 

Pthtapi 19? 

ftldnwnft* h - - 1.9? 

Ftodmc^PQl2 „29? 

Powerbaatam 2,9? 

Rm itta/ .... 1.99 

flower 3njg0e 290 

P-Bdatbr „ .2« 

2 Fqoaxri l.?9 

Pra Snooker - 2.95 

ProTerniiSkn _. .... 2.93 

Prncp. end AkV — 2 9? 

Rdty . — 29? 

RdlyCtOBSlm — _ 2.9? 

Rnnbc 2.99 

RdhfOflO ______ — „ — —2.90 

Renegade — . 299 

ROCk S1QI m Mf Hametof 290 

RoItTg ThjKtei 2.?? 

Rrylwr — — 2?9 

St±cSei j 1 Of 2 s.99 

Sam far . -1W 

Sooobv Cco 19? 

Smthei 1 9? 

JicttCiraf „.„ — 299 

S^hd? _„l.w 

StodDcas 1.9? 


Soccer Bess 
Soccer Q — _____ 

Sharia Karate 

ShttoAOul 

Solomon's fey 

$Mce Academy ...... 

^pridDTy 



Lfxckec 

5pyhO?ef 

SovvSpy 

SlprgHcler — 

Stwe EwiS SOOdwr 


1.95 

._..... 1 93 
™_- 1-9? 

_A99 

2.99 

1.99 

1.9? 

1.99 

299 

— 1.00 

— 2 ?9 

299 

299 

29? 

29? 

29? 

__2.90 

2.9? 

2.?9 

_____ 1 .9? 


Street Spots AneefcdT Footbal 2.99 

Sheer Ftgrtw .299 

StmmBf Gomes ,_2?9 

SU»Cy5ft 299 

Super Dragon aave# 29? 

5U6WNUCIOO20W 1.9? 

Superdcf Socaei 29? 

S>iwn0 29? 

Ink Foma _2,9? 

letrtJ 2.99 

Theatre Europe _______ 299 

Thuvtorbiooe 2.9? 

Ihindercati . _299 

Tern Cot , .. .1,?0 

Tap Out 

Irack and Rew 2 :?? 

Tncrdtrrm .2,9? 

TrariCf 290 

TrjtJOOOr lOf 2 1.99 

Tra; _2?9 


T'easue dandEfey 299 

Mt»£jprt 1.99 

Till Farm 1* 

HS.0OP«lOQl 2.9? 

Ulflasbetnmter 2,99 

IMrMadtH 2,9? 

Acv cl IheTgw _„299 

wste^aiLoiclcn 1.90 

Who Does 'Mas 2 - 1.9? 

WbardWaa .....2.90 


COMPILATIONS 


THE Bit (t-type. OpettfCh Wtf. 
DOubfr Dragon batmen, The Coped 
Crusader Cow S9 W,EWK HJ.9? 
MEGA lff£Qpe(dlon Wolf. Baraonon 
2, Dragon Nk>3 Be Seat GhOSthuPers 
Cs» (9 99 Due SI 199 

WINNERS '■ dcrta Jfln* S Fempled 1 
&xm Eteleidcs, Led aotm 
Ihirdefbtsde. Imp MWon 2, 

Com 59.9?, Chic tl 3,» 

l oo% PYNAMirt Ajtertjjmei, ic? 
Mh(a:2ltecLBlklans Oaite Dragon 
C«t E?.9? c i»e ST199 

lAHO COtN-OPS: Rcstan. Rvng Svfc 
Arfenad i ar^ 2 SJapfW 4ijt4e 
Babble. Renegade :rd Lego"d Of 
fege Can 5699. Ode £11.99 
ECNAMI AlfCADL Jai Bredr. Gresr 
Eeint Vie Al Ktng F? 1 A 2 Pmg Pqng 
Mbe. JacRaL HtfpenpadL NerMdS 
ondShao-Urig ft»d 
Com H.W, Otoe £11.99 

SPECIAL ACTION. C***.- Oqptmr, 
Bboa TTre Mndoda. Ddev 
■hwnpson's Oimpc Chalenge and 
BDJ. Cm 5B.99.DtiC Ill.W 
WF Aft? THE CHAUWONS. 3uperspm| 
Rene^ode Rcmoagg. s K + 4 
Bottorton CoitM.99.lJtoc 51T.99 

IN CliOWD. Kamav.Grvmr. Barbra : jn, 
C-0JyOao. PreaOVx r Cambat School 
PldcOn and Tqrgat Reneooeft 

Cau £9.99, Dtocil 1.99 


AtoeJ - 299 

WSrmon 2?9 

World Oi^ iBooertBod 2.99 

WontJGamw 299 

'Wodd Series BcsebrJ 299 

VMdSaxur 2 .W 

X-Tentihdfct 1.99 

Vie Af King Fy ..2?? 

v'og Bear 1,99 

Zamiara ... 29? 


SUPREMf. Peter Bearale/i hr 
FoofeoL Soccer Suprwm Fodbe* 
Monaget. vwd Chcmprons and 
Peiw SHtan's HOOdbOl Mgradonq. 

cat* M.99, Otoe £11.9? 

FISTS AND THTOTTLH Buggy Bay. 
Drcxpfi'J Ldr, kar Wahors 
ThundwocrtS Ohd BO/O 9(B?f. 

Can £(L 09. Disc £9.?? 

GAMEMTAWD MAlCH IWotoh Day2 
Scpemaw, y/trtef Otyrrcrac. Nek 
Faldo. Chomplo^hp Sprtrt. Truck 
and Flela Steve Dove 5ho«Sf45u>Gr 
NatgQi.CaBW.99.Dtoetll.99 

SOCCER SQUAD. Foctbcfle ' t the 
Vea’. Gory LhflAflTi Supwlar Soccer. 
Cory Utefers Super^rfls Oftd 9 
hto RoySfj. COB £i?9, DJie £9.9? 

iHf SfOftT SO f Afi. VOL 1 ’Dwkrdtrf, 
Hcpprig MOOL Space HtTila, Beyond 
the loe ^qKks & Live end LeH Die 
Can M 90. 01*C t?W 
The ■STOUT so fa». YdL AGhesfeutsfi, 
Adrrs. Worker boy. EtdOftn. Bock to 
Ihe Friure 6 Quarlef 
Can W«.DtK£?99 
COfltoO? HITS. "OutrLn. (feOd Ekrf Wk 
Spy Hunftf , TIviclfiftMaB 4 Bictnc 
Cammcrdo Con 19.99. DUC £ H99 

GiAMH. RQBrg Ibxcler,. epurtletl 
724 Csinji, Cdlfcrrto Garnet 
CMf9.9?,Dtoc£1199 


ORDER FORM AND INFORMATION 

Wad^iflrtRKrCtASsJb^ Jur 1 In ttto axper- dnd softfll « 

kr- ECfTtWflE QTV, Ibt4 BDC 2l taTple StWQhfftsnplon WAfl 4W 

QflQES FORM |BtMkC*t toll) 

Name 

Address, 


Nameofgame 


FOStAGE RA1E5 - Plwse xH Jlip ror pas' 6 paxogne or. of orders Jder ££ 

cverwas odd £1 50 per tem 

T-OnTig bycteque - Cheques payede to So^wore Chr 

Crrdr’/pe Bgirydato 


S^fwtue 


BFCrwuJBPm 

wrSta'.jyK- 

RFOMC-ADCetS 

ZAPAPRIL 
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HOGG IN THE 


For too long my plotting against the vile ZZA P ! crew has been 
confined to the Scores page. Satisfying as it is to erase their 
names from the score tables, I crave a more humiliating way 
of exposing their feebleness. Yes, another ZZAPl challenge fs 
needed. Pressure from my allies writing into the Rrap has 
finally forced the cowardly team to accept a contest. 

I am determined to be victorious and have picked a brilliant 
challenger from Liverpool. Andrew Roberts is one of the top 
tipsters contributing to Pig In A Poke, and a master of games 
such as Armaiyte, Cttedei and Snare, He's also contributed 
articles to ZZAPl, such as technical pieces on C64 reset 
cartridges and pokes. 

Inevitably, ZZA Pi's most foolishly big-headed gamasp&yer 
- Robin 1 Fly Me' Hogg - has volu nteered to take on my 
formidable challenger. After long and protracted negotiations, 
during which Robin keeps mentioning Dropzone and insects 
tn Space, it is finally decided the challenge game shall be 
Thalamus's mindbending Snare. 

The Welshman hasn't a prayer, and I'm planning some dirty 
tricks , . . 






SNARE: The 


Snare just missed out on a 
Stzzler back in Issue 57, 
earning a worthy 88%. The 
puzzle/arcade action 
involves finding your way 
through a maze to an 
interlevel teleport. This 
apparently simple task is 
made infinitely more 
difficult by a combination 
of lethal walls, holes, and 
aliens, plus the various 
coloured floor tiles which 
affect your ship’s speed 
and its ability to jump or 
turn. On some of the 
game's twenty levels, 
switches must also be 
activated in order to 
access other parts of the 
maze, and on certain levels 
your ship is unable to stop! 
Snap 90 turns are 
disorientating and can 
easily make you dizzy. 


C onfident and begrizzled, 
the challenger arrives 
promptly at 9:30am after a 
marathon train-trip from Liverpool. 
Bravery indeed, as the country is 
being battered by heavy storms 
and a town near Ludfow has ail but 
disappeared under water, Of 
course, the Hogg man is late, sadly 
not d ue to Ns bei n g swept a way by 
a flood tide, but rather his usual 
inability to wake up in the 
mornings. 

Once he does crawl into the 
office he greets the challenger with 
a grunt, if only to swipe the 
cartridge pokes Andrew has 
brought with him. The standard 
ZZApj wimp junk food is duly 
bought from the Shop below, and 
while the two are munching away I 
subtly introduce the subject of 
what a 'difficult' game Snare is, 
The st.ll half-asleep and very brain 
dead Welshman naturally boasts 
t hat it 1 s ' easy ' and i pads the game 
to show us his brilliance. My plan 
is working and Andrew pays close 
attention to all Hoggy's tactics. 
This is going to be too easy , . , 
But once Robin has rapidly lost 
alt his lives, Andrew takes hold of 


T Cameron tries out his new platform shoes. 
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A A concerned challenger watches the H-ogg i n acit&n. 


the Joystick and shows off his own 
tactics! It takes a strong frothy 
drink of Vim to stop me from 
bio wing a circuit. The vanity of 
these joy stick- wagglers is truly 
amazing, such vast egos are 
Incredible to behold, Several 
hours pass while the two play the 
game, always puffing back the 
challenge until they've had enough 
practice. Since the Welshman has 
all intelligence of a microwaved 
pea, I feel certain he is getting the 
most of this sharing of game 
tactics. 


I t's after lunch that the cha I lenge 
finally begins, Heavy play on one 
of the C64s by the quick tempered 
Hogg has temporarily reduced the 
ZZAP1 office to a single C 1 2B. This 
means there ban be no 
simultaneous play— a factor i plan 
to make use of later, 

With the bold, f completely 
untrue boast that he doesn't need 
a warm -up game Robin goes 
siraight into Ns first challenge 
game . He is ty pi cal ly tortoise -sl ow 
taking the ext reme ly easy first I evel 
- the one where green arrows 
show lire way to the teleports, A 
concerned-looking editor urges 
the Welshman to go faster, and at 
last he seems to wake up, 
increasing speed on level two. His 
success soon goes to his head 
though . and he begins boasting to 
Andrew that it's too easy, Andrew 
takes advantage of Robin's 
chattiness to engage h im in 
conversation about the relative 
speed of multiloading on the disk 
and turbo-cassette versions. The 
Welshman soon begins arguing 
the toss about whether disk is 


three times, or merely twice as fast 
as the speedy cassette . . . and 
Completely misses a jump. 
'Smashing 1 comments Andrew , 
just keep it up!’ And Huggy 
prom ptty lo ses yet an other I if e . H i s 
game js falling apart before my 
very eyes! 

On the next level he pathetically 
cries, 1 1 ve forgotten something ’ 
and has to retrace his steps. On 
ievel five he forgets the most basic 
thing of a)i the order in which 
three coloured switches arc 
thrown to build a bridge to a 
tdapod. Simple enough you may 
think. Round and round he goes, 
trying new combinations while 
Andrew smugly offers to tel! him 
the 'right' combination. Sadly , the 
Welshman lucks onto the correct 
Order and teleports through. Now 
he is onto lots of little platforms,, 
making jumps all the time while 
emitting a strange 'mmming' 
souno , a Imost like e sq u ea ling pig. 
Very strange. 

As Robin begins to puli himself 
back together Andrew gives him a 
very light, congratulatory pat on 
the back. To which Robin 
responds with typical charm ' Oh, 
what ' s that black eye you ’ ve got ? ' 
Andrew laughs at this, and they 
both agree that Rod Stevens 
shoe Id be' shot ' f or t he m urderou s 
level six. Lives soon begin to be 
lost at a rapid rate, but in the end 
it's the ten m^ute time limit which 
brings Hoggy’s go to an end with 
123,520, 

Confident challenger Andrew 
gets Off to a flying start, jumping 
over the first gaps at top spaed 
and blasting the alien with real 
purpose. Into level two in 30 
seconds,’ my proud challenger 
boasts, drawing a strange grunt 




r 




from Rohm which can be 
translated (politely? as ‘shut up’. 
Levels two and three take little 
longer. Even the Ed grudgingly 
remarks how fast he's going. 
Andrew responds by taunting 
Robi n with t he fact that he only got 
to level six, and then loses a life. 

' You’ve sabotaged the 
joystick!' Andrew accuses the 
Welshman, gnly |g lose yd 
another life,! urge h i m to get bee k 
into the game, but then the ZZAP 1 
team s dirty tricks begin Ex- 
ZZAP! art person Mel Fisher walks 
in to make some disrupt* ve 
comments before wandering 
away. Another ship nosedives into 
the void, drawing a cackle from the 
hideous Hogg. Andrew throws a 
mack punch and looks back at Ns 
screen in time to son a collision 
with an alien ship, T'm ecstatic! 1 
cries Robm, drawing lethal looks 
from Andrew and myself. Seconds 
later a wan is dipped and I begin to 
reconsider my tactics. 

No Sooner than Andrew finally 
gets a grip on hia game. CRASH'S 
Nick Roberts comes in to look Feu 
some Amiga games. Andrew skirts 
death by millimetres to complete 
level six with 71 ,000 points and 
two minutes left on the clock. Time 
a tight. Level seven begins with 
some stick switch activating, but 
Andrew forgets the brakes and 
drops down to lose another life, A 
minute and a half left, and theTGM 
Crowd come in. Warren ’Wazza' 
Lapworth wants to know ' what 
fool designed the status panel' as 
he squints at the confusing 
numerals. A short debate is started 
once the game is over as to what, 
ex act ly , Andrew 1 s score i s . 90,92 5 
S the final decision - a hideously 
unfair toss formy brave challenger, 

T Waufl, bom, and Moggy give Artdi 

where he should be going. 


Robin; 12B P 520 
Andrew: 90,925 


I decide it's time to get serious, 
and advise Andrew to play the 
next game so he’s still j jn the 
groove ' from his last match. The 
We Ishman foolish ly we Icomes th i s 
a n d s! r uts over to h i s desk to read 
a Heavy Metal magazine, as if the 
match were already over. Andrew 
is Still grumbling over his loss, 
blaming the joystick as ho 
effortlessly runs through the first 
levels. Robin looks up from his 
magazine to condescendingly 
congratulate Andrew on a 'goad 
shot'. Andrew scowls and says 
he'd have won the first game if ff 
wasn't for Robin's sneaky tactics 
- 'bribing people to come into the 
office and distract him . 
Undoubtedly true, but arguing 
leads Andrew into a sickening 
error: he misses an alien and it 
beqmsto circle ever closer until his 
ship is reduced to debris. 

Andrew pulls himself together 
though, and not even the 
reappe a ranc e of Waz za wielding, a 
ZZAP! binder as a weapon can 
distract him , Robin feebly ca lls out 
'come on, Andrew' to make him 
miss a jump but it 's too late. 
Andrew scores 132,890 and 
shakes a fist at the whingeing 
Welshman to celebrate his 
magnificent performance. 

Robin finally puts down Ns 
magazine and sits down before 
the Cl 28, He's finally realised it’s 
far from all over a n d >s look i ng a bit 
green aboul I he gills. Fire i$ 
pressed and he nervously 
exclaims, 'Come an, come on. I 
can’t play a blank screen,’ as the 
first level is prepared. He's a lot 

some helpful advise on 
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slower tin an Andrew, looking lor 
bonuses; 'I can hear them, bull 
can r t get t hem , ' he moan & 

'Yeah r lie feebly boasts at 
getting through to level two and 
begins making strange fish noises, 
gumming his lips together as he 
plays, Mot even l had realised how 
fragile his mind was until now . „ „ 
Amazingly Robin remembers 
level five's three switch sequence. 
'Copying off me. ' Andrew points 
out But level sax costs the Hogg- 
creature two lives, and Andrew' 
keeps up the pressure - 'That's 
my tactic!" he says. Robin looks 
around, then back to the screen 
and complains that he's 'lost 
direction'. What a pity , . , 

By now his sloppy play has lost 
50 much time it's virtually all over. 
He swears at a robot for not 
moving into his line of fire, (hen 
jumps into the void twice in quick 
succession, J A major 
miscalculation,' he mumbles as 
his score is taken down- 1 11,015. 
Round two to the challenger: i look 
into the Welshman's piggy eyes 
and see the spectre of total 
humiliation lurking. By day's end I 
expect to see him finally carted 
away to Lhe padded ceil he so 
obviously requires . . . 

Andrew: 132,890 

Robin; 111,015 


I mminent defeat brings a drstinct 
shiver to the Welshman, which 
he blames on the ’cold office 1 and 
t urns u p the heater to mak e it even 
more stifsingly hot. The Ed looks 


little less worried and insists Robin 
play his next game now, copying 
Andrew's tactic of playing one 
game after another, Robin breezes 
throug h t he first levels, but on tour 
he misses a switch, compensates 
by picking up a bonus, and then 
cleverly loses it by dying before the 
end of I he I evel, H e fin al ly scrapes 
through !o level live only to take a 
mil Ion n i urn to ki 1 1 an alien , and t hen 
skillfully collides with a wait. On 
level six a ship goes sliding over 
the edge. but. his score is sadly 
ticking ever upwards. 

By some foul mischance 
’ Hoggy ' gets o nto level seven . the 
rapid snap -tu mmg of t he screen i s 
beginning to make me dizzy and 
somehow a formidable 131,750 
points are amassed. 

Andrew takes a fe w mom ents to 
adjust to the game, almost 
seeming lost as he wastes lime 
killing an alien But then he gets 
i nto it and goes f I at out , leaving no 
room at all for errors. On level two 
hi s sprite seems to overlap with an 
alien, and there's a similarly close 
encounter on level three. 'It's only 
a bit of fun, 1 he claims through 
clenched teeth. 

Whizzing over the J whoop-de- 
doos 1 (Robin's brain -damaged 
name for lots Of jumps) Andrew is 
looking impressive. After three 
minutes he's onto level four. He 
stows down for this level's maze, 
only to miss a switch when 
jumping and has to repeat the 
manoeuvre. But he'ssoon blasting 
the final alien and drawing yet 
.another unrepeatable comment 


from Robin, The next four levels 

T The Welshman finally flips, but Andrew is (taterm In&cf to keep 
playing. 




Reckon you could do better? Well, Phil " Footy' King is limber- 
mg up in the changing moms,, preparing for a Kick Off 
(Amiga) match against an 'on the ball' 2ZAP! reader. If you're 
chosen as the challenger you get to come up to Ludlow (Phil 
insists on playing at home) and, win or lose, you'll sure to get 
some great prizes. And don't forget, football is played by 
both sexes — so come on female readers, get your foot v boots 
on and prove to Phil that footbalf isn't 'a man's game'! 


A s Cam swiftly sets about 
imitating: a typically abusive 
paparazzo in a 1911 TTL' T-shirt, 
Celebrations over the final score 
are obscured. When Robin asks >f 
he’s really won f break the news to 
him that he ha&rft. A mad gleam 
comes i nl o his eye and he st s rl s to 
wrestle with an inflatable 
crocodile. Clearly worried the Ed 
re-examines the scores and tries 
to ' correct ' things. Al this point I 
s uggest a interphasa I, Ein steimarv 
Scorelord lime warp mixed up 
Andrew's second and third 
scores, The idiotic Welshman 
instantly agrees with my perfectly 
logical explanation and prepares 
to jump out a window ... at last, 
full success 1 But no, heavily 
chopped liver knows more physics 
than the Ed and having come so 
close, i am defeated! 

The final score is two rounds to 
one and l ; eave the room to 
console myself by dissecting live 
spider-monkeys from Alpha 
Centaun - the resemblance to 
Robin Hogg is quite startling. 


are swiftly loaded in and Andrew 
prepares to cook the Welshman's 
bacon once and for all. A 
depressed editor picks up the 
phone to call official photographer 
Cameron Pound. 

Four minutes thirty seconds to 
go, and Ft's level six . Andrew si ails 
badly . dropping down a gap. But 
twenty seconds later he’s 
completed it and arrives at level 
seven with 100,000. At this point 
Robm shouts out ' cheat ' , clai m i ng 
Andrew's only using the right 
joystick button. Obviously he 
knew (he left one was faulty. 
Andrew strives to ignore the 
heckling, but is stuck on a platform 
trying to shoot an alien on the Other 
side. Finally he decides to leap the 
gap and lake a chance - the 
cifernal alien gives chase and 
white pursued Andrew runs into a 
wall. It's all over - Cam walks in 
just as the final score is noted 
down, 114,465. 


Robin: 

Andrew; 


131,750 

114,435 


l J ve scored more goals than Footy Phil's had hot dinners (not 
that many then - Phil). And I’m sure that with my superior 
dribbling and shooting skills I can easily tackle Will and boot 
him Into touch, 


Name .. 
Address 



Tel. 


k-Mt* 




My best victory (against international computer opponent) is 


My best league performances are (eg England -1st, 31 pts) , 




STffE HEROES OF THE PAST ARE HERE 1 

featuring Flash Gordon and his friends in an epic battle 
against the evil forces of Ming The Merciless 
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BERT PLUMBER: Oi Bill, stop playing that computer gammie and 
come and help me with this U-bend. 

BILL SEWER: No thanks, mate. I'm having too much fun sticking 
all these pipes together. Oh no, the yellow gunge Is coming! 
BERT: Flippin eck, there's enough mess in here already. Now pipe 
down, and bring your monkey wrench over ‘ere. 

BILL: Darn, the gunge has come out the end! 

BERT: Oh bugger this leaked pipe. I'm coming to seewhatallthe 
fuss is about. 

BILL: This game's great, Bert. Have a go in two player model 
BERT: Okay, Hey, watch where your putting yer bendy bits! 

BILL: Cor blimey guv, what a long pipeline. 

BERT: Now that's what I call plumbing. It's so realistic I can even 
feel water on me face . . . eh? Crikey, the room's flooded, what 
are we going to do? 

BILL: Have another game? 

BERT: Good idea! 



Yep, Empire's Sizzling puzzle 
game Pipemania la sli ghtly 
addictive! And for those of you 
yet to be driven round the bend 
by it, we've set a nice little 
brain-bending puzzle for you 
to solve in this contorted 
comp. Still, there's a great 
incentive; In Hie pipeline for 
the lucky first prize winner is 
an amazing Atari Lynx hand- 
held console with full colour 
LCD display. 

Only slightly larger than, a 
video cassette the Lynx la the 
Amiga of the console world. Ills 
3.5-inch, flicker-free screen 
can display up to 16 colours 
from a palette of 4096, with an 
infinite number of sprites. The 
free supplied game, California 
Games, features the most 
'realistic computer-generated 
wave ever simulated on a 
home system'. The amazing 
effect Is done vie thousands of 
tiny sprites and hardware 
'zooming' . What 1 B more, up to 
eight Lynx machines can be 
linked, for huge mufti-player 
games where each player has 
his or her own view of the 
action. Already there are some 
great games available, com- 
ing on credit card- sized game 
cartridges which can have up 
to eight megabytes of mem- 
ory! 

The Lynx Is a sensation and 
can already be bought in the 
States. A limited quantity will 




be available here around April, 
but not until Xmas will the £150 
machines be on general sale. 
Until then importers such as 
Micro media are filling the sup- 
ply gap. 

Micromedia also import the 
Nintendo Gameboy, another 
superb handheld console, 
wh ich the first two runners-up 
will win. The Gameboy has a 
monochromatic LCD screen, 
stereo sound, and a fast grow- 
ing library of amazing games 
converted from the standard 
Nintendo. Even smaller than 
Lynx, the Gameboy has been 
doing phenomenally well in 
Hie States. 

And finally for the next 15 
runners-up there's a copy of 
the fantastic Pipemania - but 
remember to state which 
machine you own! 

To win f just study the 
spaghetti junction of pipes 
here and work out which pfpe 
lynx (groan!) the Empire 
plumber to Micromedia's 
handheld console. 

Glue your answer to the 
back of an old stopcock (or 
envelope) and post it to PfPE 
UP FOP A PRIZE, ZZAPf 
Towers t PO Box 1Q f Ludlow, 
Shropshire SYS IDS . Entries 
must reach us before the 
dreaded yellow gunge arrives 
(April 30th). 

(Micrci media's ador&ss is. 83A Wyle 
Cop „ Shrewsbury, Shropshire.) 
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Voted "Came of the year,' 1 The world's No. 1 
arcade game. ''Super-smooth scrolling and 
excellent graphics , . .Without doubt this is a 
first class shoot ’em up." A f R.A5 1 ■ •• V*AM i 
"Definitely the coin-op of the year . . . 

Buy Operation Wolf, if s a brilliant 
conversion " C +■ VG GAME OF THE MONTH 


-S -H iJtirediti-lt -luoking (jme Iht f^phm are j bin lute I y 
lkiperb. with .imar ng % p r i t u animalEmn and vitL.tl eti’tdl " 

■ - ml ■■'Pitla-ef have really put everything into thi* one 

.■t'S jli dune with iuih c-nthuliJim, i-kill jnd ilyt* That I 
found my it- If itching Ep pl*y if Again and again ." AMS I KAO 
Ai. Til N ',i J b1 1 K - - “t AvV AA . Barbarian H it packed with 
humurom Enuchr^ . fjre.il .mimalinn . . . the fQunrl 
tH«lt Ibo. ar* I bp quality , . , hour* -of entbrallmg play. 

l/A PI t A C rjL D VI F DA , A'.VA?: 


THE REAL 


the Real CrhbStbuCterl offers j^reat two pi.iyer action ' 
r AO ! 0 *, "Ore At m MAtr , ifld I appre dale t h e a pportud i I y l □ 
meet lYi r. Sli rri e r in pCriun Brill therm? lunr and di-qrnt ypat 

t'fftcty." A Vi STR at.) A.C r rO(S " TKc treaSure-S ire very well 
defined And animated . at nr ar (p. carlo-pii graph HI- J ". 

’a you can get on the Spectrum." 

1 ■ - - : cm uMilA piC T uai 5. 11 E i f . IV * : • 

B. *nl U i C, i J T : k E £ w s' £ ’■ h l-fciTG 


"A ture winner with the official (ptiverVbn to the 
hemp computer." COMPUTER .AMESWfEK "A very 
p njdy a b I e a nd a d d i cl i ve g a ru e . . . T hie be > t COT ve rveit 
J hair* seen on the Amstrad." 

' There is more l ban enough j c iio n in this 
one la keep- you <omin.j; back for more.” 
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COMMODORE 
AMSTRAD SPECTRUM 


Oi-ean Si-iftw.an- Limited t> Ceritrail Street Manrheitei M2 5NS Telephone 061 832 6633 Telex 669977 OCEANS G Fax Q6T 834 0650 
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QED: QUITE EXTRAORDINARY 


DRIVEL? 


Dear Lloyd 

For a long time, I have felt that 
TV has neglected coverage of 
the computer industry, 
especially the software aspect, 

I have written to both networks 
about this and, In response, we 
get die most negative piece of 
old tosh I have ever seen. In the 
form of QED (9,30 Wed. 1 7th 
Jan), 

Basically, It was Implying that 
everyone who regularly plays 
computer games, even adults, 
are shy recluslves who found 
other people's company 
uncomfortable and are heavily 
Influenced by the violent 
tendencies of most games — 
more so than video nasties. It 
also was concerned with how 
much exposure young kids 
have with computers. 

Now I see why there are no 
computer programmes on TV H 
seems that the writers feat 
threatened by computers as 
well as having a fundamental 
Ignorance of our views of 
games. 

Why can't they realise 
computers do not have to be 
used just for education and 
business, but as a form of 
entertainment, Just like reading 
or listening to music. There** 
nothing I find more relaxing 
than winding down with a half 
hour session on Kick Offer 
Stunt Car Racer, but I still enjoy 
a healthy social life. Computers 
are obviously going to be a 
major influence in everyone's 
lives within the years to come. 

To get children interested and 
feeling comfortable with them 
at an early age Is far less 
dangerous than making them 
stick their heads in the sand 
and feeling afraid of them, as 
the makers of the program 
obviously are. 

Ivan Harding, Maidstone ME 1$ 

SHF 

Dear Lloyd 


As you may have seen, QED 
has opened up something quite 
serious. Before I continue i 
must confess to having not 
seen the aforementioned 
programme, hut I have heard 
about it In some detail and have 
the article Terminal Illness 1 (on 
page 8 of the Radio Times) 
before ms. 

Computer gamers have long 
been regarded as 'stupid and 
silly', and have generally been 
frowned upon by those who 
regard computer games as 
'mindless'. Now, It seems 
according to non-computer- 
influenced parties, we have a 
very serious disease! We prefer 
computers in preference to 
people, and have lost the art of 
conversation. 

As Canadian Therapist Noel 
Jan is Norton says, These are 
children with few friends, afraid 
of the give and take of 
conversation. Children who get 
their own way too much. They 
have a short attention span for 
everything except the screen.' 

She also adds that If the 
games they play are violent, 
they become desensitised to 
violence faster than they would 
through merely watching 
violent videos: they are doing It 
themselves. 

Strong stuff indeed, and of 
course being avid 
gamespleyers, our (or mine 
anyway!) response is to 
automatical ly defend ourselves 
and our right to play 'mindless 
games' (quote from Radio 
Times) whether we are right or 
indeed whether we are wrong; 

This however Is only part of 
the reason for my letter and the 
point I wish to make is (I feel) 
far more sinisterthan computer 
addicts. The article In the Radio 
Times makes Interesting and 
thought-provoking reading {for 
those Interested) and makes 
the point that if we become 
dependent on computers rather 


than people we are not doing 
ourselves any good. Indeed the 


programme (so I am led to 


understand) brought out that 
^depending' on computers 
rather than humans changes 
our whole emotional make-up. 

Yet — the article continues 


.the real problem is not 


computers,' {as so many 
people are quick to say they 
are}, "ft is parents who have 


forgotten how to be parents, or 
don*t have the confidence, I 
wish they'd start noticing and 
worrying about what is 
happening a bit sooner and not 
wait for the 30- hours -a- week 
addiction to develop,' After all 
that I have tried to understand 
about this subject I would like 
tc end my letter by asking 
parents one question — 

If you feel that your child 
prefers to spend more time with 
his/her computer than with 
both of you (as my parents 
sometimes think), what do you 
spend your time doing instead 
of spending it with your child? 

Is It work (as Is often the case) 
or is it viewing the TV (as is 
more often the case)? 

Graham Harris, Leeds LS26 ONQ 


Dear Lloyd 

l have Just finished watching 
the QEO programme on BBC1 
about young people becoming 
addicted to computer games. 
The situation was blown out of 
all proportion and it was 
implied that every computer 
user is a computer freak. 

Young people have worse 
problems to contend with, eg 
drugs, fruit machine addiction 
etc. and a programme about 
these would have served a 
more useful purpose. I realise 
that there Is a small problem 
that has to be dealt with, but 
the whole computer scene was 
misrepresented. Computer 
games provide a lot of pleasure 
to a lot of people. 

On the bright side, it Is nice 
to see ZZAPI pick up again in 
recent months, ZZAPI now has 
a clear editorial direction and is 
benefiting from It, It is now 
being written by people who 
are more concerned with 
computer games than 
themselves. Give yourselves a 
good hearty pat on the back, 
Jonathan Reteon, Liverpool LI 8 
2EN, 


Thanks for your fetters, /van, 
Graham, and Jonathan. Excuse 


me if I'm a /Me ignorant of the 
Infamous TV programme in 
question, but i had to watch ft 


on Granny's old 193$ Sakelite, 
As a result, aft 1 coufd see was 


a tot of snow, so t thought it 
was Ski Sunday until, 
through the perpetual 


squealing and white noise 
(they don’t make 'em like they 
used to/j t managed to hear 
some of the drivel being said 
about computer games. 

So what do / have to say 
about the subject? Weil „ Tm not 
telling you — / only talk to my 
computer/ But seriously. tt T S an 
obvious tendency of the news 
to sensationalize . A report 
starting with a tong section 
praising the worthiness of 
computers (end consoles) 
would probably be rather duff. 
When the programme in 
question Is a mere 30 minutes 
there's sadly tittle time for 
balance . What’s particularly 
galling though, is the obvious 
manipulation of images. The 
shot of Mario seeming to bang 
his head on a brick for ever, the 
sldeshot of kids feverishly 
playing games without 
showing why they're so 
interested in what’s happening 
on the screens before them . 

People were shy long before 
compote/ games, and might be 
antisocial reading books, 
painting, collecting stamps etc. 
Similarly addiction is hardly 
confined to computer games: 
people can get addicted to fru/f 
machines ( which the media 
In variably seem to group with 
arcade machines), to watching 
soaps, to eating, to not eating, 
to alcohol and so on, if no-one 
was addicted to computers it 
would probably be stranger 
tifer? tiie fact tiiaf some are. But ! 
probably the most irritating 
accusation is that computer 
games are mindless. Games 
such a E-Motion, Dungeon 
Master, Universal Military 
Simulator, and Damocles 
require a lot more thought than 
working in a supermarket or 
factory ; let atone watching TV 
or going down the pub and 
getting drunk t Even arcade 
games nowadays require 
tactics; success is impossible 
in Ghouls N‘ Ghosts without 
learning attack patterns, 

/ hope that restores some of 
the balance r but at the same 
time we should not forget 
computer games are addictive 
and do let some peopie 
become more antisocial, Just 
like a lot of other hobbles , For 
the future I hope a lot more 












people will form computer 
dubs. Games are so much 
more enjoyable when you're 
competing against friends, and 
the reviewers here are agreed 
their work would be a lot duller 
alone. Getting together one 
night every week or fortnight 
for challenges on various 
gattms would be a good way of 
building up a social element to 
the hobby. Moreover the best 
opponent is almost always a 
human, and undoubtably that's 
w/iy Kick Off won the best 16- 
bit arcade game of the year 
award at the want industry 
dinner. 

Thankfully the future of two- 
player games, having seemed 
to be neglected by the Industry 
for a while, seems to be 
returning to vogue with options 
to link up two computers for 
head-to-head combat, as in 
alcon and F-16, Up to eight 
Lynx handhelds can be linked 
for simultaneous play With the 
growing sophistication of 
computers, and the maturing of 
the market, hopefully we'll be 
seeing a growth In computer 
clubs to promote the hobby. A 
national network of clubs like 
those for other hobbies would 
be able to organize a better 
response to programmes like 
QED. And maybe software 
houses wit I become brave 
enough to support them with 
cut-rate software, despite their 
current reputation as dens of 
plracyl 
LM 


SOME 

ANSWERS 


Dear Lloyd 

I have written to ask you three 
questions: 

1 . Are mail order companies 
reliable? 

2 . I am about to receive a 
computer. Which computer gives 
trio most value for money (as long 
as if s under £200)? 

3. How about printing the 
answers to the competitions on 
the results page, so we know 
where we went wrong (if we did}. 

Apart from one or two minor 
things ZZAP! is great. 

Ross Bo well r Blackpool FY4 
1EQ 


1. Mail order companies are 
generally reliable as long as you 
remember some simple rules: 
a,J always make sure the game 


3-D STUFF 

Dear Lloyd 

1 own a C64 end t am very 
Interested in 3-D stuff, f've 
looked everywhere for 3-D 
glasses and light phasers for 
the 64. Would you please tell 
me where to get stuff like that? 
My friend said that you could 
get 3-D glasses from his Nan's 
catalogue but you would have 


■w";*' " wwiroty 

back to Junr|? °r 0 ' stole ,he ^ ^4 e J^' a,est 

magazine whi^h i . Sccilir &d the shelve * ndtrav * 1 - 

issue of ZZA pi J?*?? t3 ^ e back to 2001 I com P u t«r 

found zzi£f^ h,0h is "°w in its l5th iJ,^ k .? d f p ,he 5«h 

^^rr A=aa!lB « 


Kati, and M af f. When tawL*£ 1 , ' 0n * Nawsfield agafo^fred q™h ' C 
Well, Gordcf was VW,y ,l1e high prices'*' I S** pricod at 

would .Tiowers. SHUt’up y" ?° se com- 


you want is in stock — many 
companies advertise games 
months before they're released. 

b) never pay with cash — if 
possible, pay with a credit card: if 
you’re ripped off you may be able 
to claim the money back from the - 
credit card company. 

c) keep records of when you 
ordered (and any letters of 
complain! you send). 

And of course, remember you 
can get cut-price software from 
ZZUPERSTORE , safe in the 
knowledge that you'll receive your 
games within 28 days (and 
usually within a fortnight). If there 
is a problem with a delayed 
release, good ol' Aunt Aggte will 
keep you informed and give you 
the option of waiting or having 
your money back. 

2. The C&4 is undoubtedly fhe 
best buy for you . With a user 
base of millions there 's a plentiful 
supply of software, plus many 
user clubs. 

3, A good idea If Ken can work 
out the answers r he’ll print them I 

LM 


to get the whole 64 pack (that is 
about £199)? So will you please 
give me a telephone number of 
a company who sells stuff like 
that? 

Gareth Caple, Cardiff CF4 5AG. 

You can get the glasses and 
tight phaser In a pack for 
around £40. If them Isn't a 
feature about It In this Issue, 
there wilt be in the nextl 
LM 


Dear Lloyd 

First let me start by saying 1 
think ZZAP! is without a doubt 
the best magazine around for 
C64 owners, but that's enough 
crawling. 

Now to a small problem that 
I've found most disheartening 
whilst amassing my software 
collection. What problem's 
that?, you ask. Well It’s like 
this. Whenever a big name 
game like Chase HQ takes your 
fancy its availability isn't a 
problem but If a budget game 
such as Shark (dear me!) takes 
your fancy there’s no sure way 
of obtaining It. Many shops are 
reluctant to order them so If tfs 
not on the shelf what can I do? 

I was wondering if there was In 
fact an address to which you 
can place orders for budget 
games alone (or should that be 
only), If so then please 
enlighten ms, well you must 
expect at least one stupid letter 
a month, and this Is It. 

Bye for now. 

Pug Cross Pit Bull, Cumbria, 


Yes, er,...Pug, there is such an 
address. It is: ZZUPERSTORE, 
ZZAP] Towers, PO Bow 10, 
Ludlow, Shropshire SYS IDBf 
You can also order full-price 
games (including obscure and 
old ones) for which you get a 
discount, while you can order 
four budget gam es for the price 
of three. Now Ihai’s'what l call 


DON’T BE 
ST-UPID! 

Dear Lloyd \ would be very 
grateful if you can Ja ~T?L 
Wenham not to buy an ST, i ve 
tried talking to him, but he won t 

listen; he's even ^"9 ^ 
that ZZAP1 Is crap! and that it win 
qet even worse as it goes on, so rf 
he got an ST he'd have lots of 
qood mags to read. 

I d also like to say that 

Sfastereiids is crap], not unlike the 
ST! 

Oh and I've wrote a poem, 
which I might as welt tell you. » 
I’ve gone to the trouble of witting 

Zzap, Zzap, t crap 

But 1 do think it did lack 
Over 200 gages (Xmas ish} 

from cover to back 

I d also like to know rf you don t 


What happened to Zzap Back , 

If you’d be so kind? 

What happened to computer 

cock ups? . ... 

Yes what did happen to that 
What happened to forthcoming 
attractions? 

Didn’t it sell, like Hell Ft re 

^Bulnow 1 will stop complaining, 
l will say no more 

As I am becoming a bit at a 

bore . 

! 'd just like to say that Zzap is 
brill 

Zzap is Zzap 

And it's better than (one CM 

review) CU, Crap! * « , k 

Jonathan Maynard. Eye, Suffolk 

Mr James Wenham, don’t buy an 
ST 

The reason, my friend, i$ easy 
to see, 

Tlheyve got Spectrummy 
sound and they’re not in ZZAP. 
Basically. James, they re totally 

crept 

LM 
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ZZAP! APail, 
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MISSING HITS 

Dear Lloyd 

How Ninja II was left out of all 3 
charts I can t understand. And 
what about S anxion, Delta and 
Quecfex? Stavros Fasouias is a 
genius! 

Now that's finished it's just 
about time for me to go. Oh yes! 
Just a while ago I played Chase 
HQ on my friend's C&4. Here's my 
thoughts on it; 

Presentation 60% 

Ok title screen and good 
Nancy’ reports but otherwise no 
great shakes. 

Graphics 66% 

Amstrad-like main sprite, 
average backgrounds and a veFy 
jerky road {Inevitable 
Programming Faults Inc) 

Sound 47% 

Dire engine drone, no title tune 
but a good siren effect 
Hooka bility 69% 

Very hard first criminal.,,, 
Lastability 39% 

►3 goes iater you’ft have 


YOUR 
NUMBERS 
AREN’T UP 

Dear Lloyd 

I am writing a short letter to 
complain about the lack of 
page numbers on Zzap in the 
recent issue (56) there were 63 
pages but only 30 of them were 
marked. 


turned off your 64. A waste of 
money, 

Jonathan O’Brien. Tempi eon tie 
Dublin 12 

PS. Bring back Zzapi Back as J! 
would he useful as a Cor Blimey! 
extension. Most cheapies these 
days are re-releases, ie Hit 
Squad, Kixx, Ricochet. . 

PPS. More arcades please. 
PPPS, (groan!) Well done to 
Thalamus for the superb 
Retrograde - 


t take it you're referring to the 
reviewers' favourite games of the 
decade (issue 57). i too was 
surprised by the omission of 
some games. Delta particularly 
(although Robin says that if not 
for Amoalyte it woufd have gone 
in), t suppose it's alf down to 
different tastes — i mean who 
else but 'Footy r Phii would put 
Microprose Soccer at number 
one?/ 

LM 


Keep up the good comps 
hope l win. Yours pagingly, 

Richard She well. Hornchurch 
RM11 3NP 


Putting page numbers on 
pages is the responsibility of 
our Art Department And as 
(with a bit of help) they can 
only count up to four ( the 
number of people in Depeche 
Mode) they find page- 
numbering a tittle difficult! 

LM 
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NOT THAT 
POWERFUL 

Dear Lloyd 

\ would like to congratulate you 
and the ZZAP! team on making 
ZZAP! the good magazine that it 
is today. ■ 

E have a couple of questions to 
ask you, but first i would like to 
state what f think about (he Power 
Cartridge. Jj is easy to use, but in 
my opinion, it is quite a 
cumbersome utility cartridge, This 
is unfortunate because, apart 
from the brilliant toolkit and some 
good and useful options, it is not 
that good 

On with the questions: 

1 , When are you putting a new 


tape on the cover? I haven't seen 
one for ages. 

2. When you phone the fax line 
for KCS, Datef, or Technical 
Developments you hear a funny 
sound quite like playing a C64 
tape in an ordinary tape recorder. 
What does this mean? 

3. Are you going to print a pokes 
booklet? 

That's all folks! 

Andy A, London NW9 5TB 
PS Can | say hello to Keith and 
David Simpson? 

1 Not this ish. not last isfo but 
SOonish! 

2. it means ft's a FAX LINE!! 

3. Currently, them aren't any 
plans for one. 

LM 

PS. No t 


WysMdlltte iirftwerz / 


Here, as promised, are the 
answers to test month's mega 
quiz 

Round 1 

1 . Gaunttet 

2. Day Of The Pharaoh 

3. Hard Drivlri 

4. PowerpFay 

5. The Untouchables 

6. Armalyte 

7. Battleships 
6. Xenon 2 

9. Laser Squad 

10. Robooop 

11. Afterburner 

12. Spitfire 40 

1 3. Red Lightning 

14. California Games 

15. Mega Apocalypse 

16. Guadalcanal 

17. Road Runner 
18 Star Games 2 
19. Athena 

20 The Lost Patrol 

Round 2 

1 . Dip Stick 

2. Naibmoloc 

3. Helicopter 

4. 12 

5. 48th Panzer Korps 

6. Lizzie. George and Ralph 

7. Captain Ace Gunn and Major 
Rock Hardy 

5. Kuhrt-Lin 

9. 4 

10. Grako 

11. Simulations 

12. Generators 

1 3. Lee Wong 

14 Daley Thompson 

15. Lieutenant Commander 
Richard H Best 

16. Flops/ 

17. Domark 

18. Tel the barbarian 

19. Armalyte 

20. Elvin Atombender 

Round 3 

Agent 4125, Impossible Mission 

Kommandantur, The Great 
Escape 

Lord Toff, Rook N' Wrestle 
Miyamoto Usagi, Samurai 


Warrior 

Ingrid, Gnome Ranger 
Princess Mariana, Barbarian 
Conroy, Speedball 
Captain Rover Pawstrong, Star 
Paws 

Sterner Reg nix, laser Squad 

Adas, Powerplay 

Ugh, Fire Quest 

Captain Falstaft, Joan of Arc 

Thyra, Gauntlet 

Cyrus 5. T Gross, NOMAD 

Izwali, Captain Stood 

Boom Boom Barnett, Barry 

McGuigan's Boxing 

Jason Youngblood, Samurai 

Warrior 

Hasrinaxx, Druid 

Round 4 

BATMAN 
CHERNOBYL 
LASTNENJA 
BLOOD MONEY 
STAR RAY 
PASTFINDER 
POPULOUS 
TRAIL BLAZER 
ROLLING THUNDER 
DUNGEON MASTER 
TRACKSUIT MANAGER 
SILENT SERVICE 

Round 5 

Firepower, MicroiElusions. 36% 
Turbo Outrun, US Gold, 97% 
Tiger Road, Capcom, 76% 
Spitfire, Encore. 55% 

...Traz, Cascade, 67% 

Sentinel, Telecom soft, No 
ratings 

Tim# Bandit, Microdeal, 92% 

Battle Hawks 1942, Lucasfilm, 
90% 

Dungeon Master, FTL. 96% 
Salamander, Imagine. 94% 
Wargames Construction Set, 

SSI, 79% 

Cobra, Ocean. 7% 

International Karate, System 3 

91% 

Storm Bringer, MAD. 70% 
Kamov, Electric Dreams. 13% 
Hellbent, Novagen, 20% 

Purple Saturn Day, Exxos, 86% 
Afterburner, Activision. 17% 
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the cover of ZZAP! like 
Commodore User? 

Richard Gore, Bourne End SLfi 
5SN 

Overall Millennium 2.2 t$ fairly 
easy, but this first problem does 
cause a lot of trouble. AH you 
need to do is send a grazer or 
two fo the asteroid belt and leave 
if there until ft comes across an 
asteroid packed full of rare 
minerals. It'll take a lot of supply 
runs, but eventually you U have 
enough to build what I think 
called a StOS ship, which can be 
se/rt to the planets to establish 
colonies. These can than start j 
mining for other minerals. I 
LM 


LOST IN SPACE 


Dear Sir 

Please could you send me the 
information I need to colonise a 
planet in Millennium 2.2? t have 
done the following: 

1. Researched and found the 
planet 

2. Have rwo grazers orbiting 
the planet, eg Leda 

3. 1 can land probes but not the 
grazers. 

1 have not the raw materials to 
build the rest of the transport 
vehicles (apart from fighters). I 
have a Solargen 10 x. 

Please could you tell me what 
to do Keep up the good work. 
Could we have an Amiga desk on 


Well, that's it for another month, and I think you’ll 
agree you won’t find more provocative reading, 
even in 'Woman’s Weekly’, And you don’t get those 
soppy love stories or knitting patterns either. If you 
have any views on computers, ZZAPf, or anything 
(except soppy love stories and knitting patterns) 
send them to Lloyd Mangram, ZZAPf Rrap , PO Box 
10 t Ludlow, Shropshire SY8 1DB, 


loads more humour. 


Dear LM r 

Okay, It's multiple question time again so J will go straight into ft; 

1 . Me and my brother have been with the C$4 for a very long time 
now, and though we now also own an Amiga, we do not think 
that the C64 is a dying machine, do you? A lot of our mates think 
that the C64 is an old relic but so Jong as Bob Stevenson and the 
Maniacs of Noise stick around we can partyl! 

Bey, you disbelievers, check out Turbo Duf Run, Myth, Retrog- 
rade etc. They show that playability is still peaking on the C64. 
Now tell me that the C64 is dying!!! 

2. Do you know what has happened to Rob Hubbard? 

3- Please would you bring back the conversion factor rating 
again, just to add that little bit extra to reviews of Operation 
Thunderbolt and Ghouls W' Ghosts!! 

4. Have you got a new tape for a cover coming out soon, or even 
an Amiga disk? 

5. A load of people we know agree with me on this point; you 
seem to be giving games totally unbelievable ratings. Back in 
Issue 1$ times I used to agree with you just about all of the time, 
but I must admit that I didn't just not like, but I hated Stridsron 
the Amiga. And what about Turbo Outrun, that was crap on the 
Amiga! And you could have mentioned that Power Drift on the 
C64 had absolutely, well hardly any resemblance to the arcade, 
though It was playable! 

6. Do you ever get given release dates? Because these would 
probably be very useful to most people, if they were correct. 

7. Why do people like Atari STs? It Is a known fact that even the 
064 has a better soundchlpEH 

a. Why do you think it is that games are beginning to become 
severely long multiioaders? Check out Turbo GutRun, Forgotten 
Worlds, Myth (this is worth the wait!!). Tusker, The Untouchables 
etc. Why do people not use the one the Fscape From Singe's 
Castle had; where the game loads, while you play it!! 

9. How much do licences cost? For instances, how much does 
it cost to do a game of Batman, Ghostbusters if, Indy HI, com- 
pared with Saint and Greavste, Bob's Full House, or even Power 
Drift t Cabal, Ghouls W J Ghosts'?? 

10. Please find some way of increasing the size of the magazine - 
No, I am not going to be a dickhead and say do more reviews, 
because I know that you cant control how many games you get 
per month, but I suggest doing longer reviews, long features, full 
pages for the charts, and last but certainly not least please have 


Thanks for listening and I hope you can answer/take note of 
what 1 have said. 

Simon Barnabas fZAX/ZTS Crew), Croydon CRG6LQ. 

f- Well said sir! And you can odd Hewson’s 4th Dimension fo 
your fist of great C$4 games. Without a doubt for playability per 
pound the 064 is the best machine around „ 

2. Last l hea^d he was o verin America doing some music for PCs, 

3. Hmm, there's already quite a few boxes on the review pages 
and the reviewers comments should make it clear how good a 
conversion It Is, 

4. Freebies ' on (be cover invariably push up the cover price. 
Would you pay another 50p? Fill In yourZZAPTl ONNAIRE and let 
us know! 

5. Unbelievable ratings? What about C$4 Turbo Out Run and 
Untouchables? As for Amigo Strfder / think that more than most 
that game was a matter of taster. Technically it wasn't at alt 
astounding f but for myself and the reviewers the off-beat SF 
atmosphere and superb music made it great fun to play. Possibly 
overrated by a percentage point or two, but not more , Amiga 
Turbo Out Run was never in the same league as the C64 game, 
but it's stiii a very good conversion. Again ail the reviewers stand 
by the marks given, 

6. Yes, we do occasionally get re/ease dates and we regularly 
put these on the competition hotline. But they're never that reli- 
able, Just recently System 3 decided ft would better suit their 
schedules if Vendetta came out a month later than initially 
thought, 

7. At £300 with lots of free software the ST Is pretty good value 
for money. But yep, sound Is bad. In a recent TGM feature 
Ocean's Jonathan Dunn pointed out that the ST was worse than 
a 128 Spectrum, since the latter had the same sound chip but 
also had a buzzer which could be useful for bass lines * Needless 
to say the C64 is much better than both sonicalty. 

8. To load In another level while you're playing another level 
must mean either or both levels aren’t occupying that much 
memory. Most of the games you mention are pushing the C64 to 
its limits. 

9. Obviously ft depends on the licence. A few months back a 
licensed game came out on budget - namely Postman Pat. 

10. More pages requires more money Tm afraid 1 


Madge and Harold are having 
wild sex romps 
Sharon collapses at a beach 
Todd gets braces 
Bnonwyn is pregnant 
Katie is on a fence trying to get 
a crow's nest, she falls and is put 
into a coma 
Jane two-times Des 
Todd three-times Melissa 
Nick becomes a Casanova 
Hillary scores a root with Muir 
Jim starts karate 
Des starts abseiling and 
squash 

Des is in love wlih Melanie 
Todd has his first hangover 


Paul ’know it alt 1 De Angelis, 
Melbourne, Australia 

PS. Rumour says that Ken D Fish 
is an amphibian. 


1 You're actually admitting its 
made in your city?! 

2 Colder than a can ofXXXX. 

3 Sony; no plans for one at the 
moment. 

4. With storylines tike that , Tm 
rooting for Mrs Mange! to turn into 
a mad axe murderer! 

LM 

PS. Ken D Fish claims he s 
always legless . 


1 . Neighbours is made in 
Melbourne not New Zealand. 

2 ZZAPl's a cod magazine. 

3. Will you iaunch another of 
those ace 'A day at the arcades' 
books? 

4. Some future Neighbours 
events: 


Dear Lloyd 

G'day from Australia. I'd like to 
raise a few points — 
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CHAMPIONSHIP! 

With Electronic Arts in 
this turbo-charged 
comp! 


If your driving's as good Robin 'Push-Start' Hogg's, Electronic 
Arts' Ferrari Formula One gives you the chance to practise those 
aJ I- important 720° spins in the comfort of your armchair* The 
classic Amiga Grand Prix sim has just been faithfully converted to 
theC64 in Sizzlingstyle. It's just like the real thing as you customise 
your Ferrari and drive it round 16 Grand Prix. circuits, competing 
against seven of the world's top drivers. 

You ' I I need lots of skil I a nd daring j us! to win a race, never mind 
becoming Formula One World Champion, Luckily for road- Hoggs, 
ail you need 1o stand a chance of winning this whizzo comp is a fit- 
t le knowledge of C rand Prix racing. 

The first driver past the chequered flag will get the brilliant 
St alextric y World Championship Set'. This comes complete with 
four FI cars and hand controllers, plus pairs of Rev Start, Skid 
C hicane and Lap Counter tracks. Tracks can run from 2Z!^ft to 
over 40ft (for a twin Jane set-up). B ut even if you're driving a b ro- 
'ten-down Skoda with no wheels, you could still win some top gear: 
dhereare25 fab Ferrari sweatshirts, 25 T-shirts, and 50 Electronic 
Arts goodie bags to be won by the next hundred past the line. 

A I J y o u have to do is answer the three mu Itiple choice q uestions , 
Now, hold on, wait for the green light, . * , . GOSH 

1 , Who is the current Formula One World Champion? 

a) Robin Hogg, b) Alain Frost, or c) James Hunt 

2, What type of racing car does Nigel Mansell drive? 

a) Fiat Panda, b) Lotus, Of c} Ferrari 

3, Who owns Ferrari? 

a) Robin Hogg, b) Skoda, ore) Fiat 


Got 'em all? Good, just stick 'em on the back of a postcard 
address rt to VRQOMATTHF TOP COMP, ZZAP! Towers, FO Box 
f d, Ludlow, Shropshire SYB 1 DB, and band it to your super-speedy 
{!?) postal service to arrive not later than April 30th (1090!). 









The Retrograde: a vicious and lethal bounty-hunter out to loot a 
hostile system's treasure of diamond crystals even if he has to blow 
the place apart! 

Level upon level of horizontal and vertical scrolling mayhem, over 
and unoer ground* 

Be Retrograde, the stalking, flying death dealer! 

CBM 64/128 Cass: £9.99 Disk:£12.99 


Thjlankis, \ Sjtum House, Ule^i Piik Ailemastc-n, Betks SG7 40'A 1 W: (07341 617J 
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Blockbusters TV Gamsi-s "92% So (.901 
Blood Brothers Gremlin 3B%41 (23} 

Rlood N’ Gut* AnwiCiMl Action 5E% 33 (1 12) 
Stood Vatley Qromtm Gr-ypnics. 23% 37 PO? 
Blue Art£e< Gfomiin S-5-Vii 5H (iBj 
Blue Thunder Encore 48% 5a (S3) 

BMX Hyper flifeas Simulator Tr^i Ten t§ 

BMX Kjdi Firebird 35 |97)" 

0MX Simulator Coder Mustara 43% 20 ft 


Qanlc 90% 


Bobby Boariri .j The E tfije 93% 2pi1'Jfy f ' % * 
Brih^eioh Distal Integral^ 33 (1 -Vi 
Bob Winner LwicWs 12% 3* (27) 

Bomtrfusion MasJortrofjp 32% 49 
Bomb jack Elite 4 1 % U m) 

Bomb jack Encore &A% 42 (113) 

Bombjsck 11 Elite 80% 22 <£&) 

Bombjaek H Encore ill % 51 (28} 

Bombo Rlrid J7% IS #8] 

Bomtaiowl I mggewQrfcs 97% 44 ( 1 B) 

Bon* Cruncher Superior Software 66% 34 (25) 

Booty Firebird 1 6% 15 (105) 

Boulderdash/U Pngm 96% 30 (1 00) 

BouktecdaelT HI American Action 98% 15 R4 ? 
BouJd«fdoeh Construction Kit Dalnbyt&fWSftar 97 % 

mm 

Bounces Beyond 66% H fl 14) 

Bounder Gremlin Graphics 97% 10 (20) 

Bounty Bob Strikes Back US Gold B3% 1 08) 

Brain Storm Firebird 34% 3S Hit)) 

Bravestan- GO! 28% 35 (30? 

Breekdance Americana 85% 15|98? 
a liMrthni US Gdef 1 9% 22 {1 22)' 

Brian Bloodaxe The Edge 1 a % 4 i<Hv. 

Brian Clough s Football Fortunes CDS 93% 23 (49) 
Brian Jacks' Sup«ntar Challoog# Merdach *8% 2 (7 is 
true* Leo American® 92% 40 (86 i 
Bubble Bobble Firebird 97% 30 (l 21 
Bubble Bobble Sihwblrd 88% 43 (128) 

Bubble Ghost Inlograrnee 62%. 44 pa? 

Buck Rogers US Gold 3B% 1 (58} 

Buffalo Bill's Rodeo Games Tynescrft 30% 54 (72) 
Buggy Boy Elvte 37% 32 (20) 

Bulge, Th* Argus Ptebs Software 63% 3 (44i 
Bulldog Gremiin Graphic* 60%. 21 (19-21 
Bushido Firebird 74% 58 (12) 

Butcher Hill Gremlin 52% 45 (28) 

By Fair Meant or Foul Superior Software 66% 45 ( 


93% 37 (24) 


% ii m 




30% 23 
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*.D*piifh)cin Hit Souod 45% 
S Gotcf 78% 2 (74) 2MM 
US Gbfdei%3 




mOtovtt Virgin 33% 36(621 

Dan tan III Virgin 
Dandy Electric Praams *3 (33? 

Danger Freak US GoKc}- P.nm-bow Arts 48%. 60 [ 

Danger Moutoln Doubk? Trouble Sparittw" 


pTtHti I jtiiure 32% 34 


Cabal Ocean 89% 50 (7 1) 

Cplrfornio Game? US Gold.-'Epy» 97%' 29 (16) 
Comelot Warrior* Arioiasdfi 44% at 
Camelot Warriors Mtetartrnnip 50% 47 (51) 

Captain America QOl 36% 32 (ISC? 

Captain Blood infacpaniGS. ?7% 44 (1?) 

Captain Kelly Quick eitva JQ%, a0(tljf!i 
Captain Kidd Bug Byte 32% 13 00) 

Captive Maalertroniic 61 % A (42) 

'Captured American Action 34% 21 (1 87} 

Card Sharks electronic Arts/Accoiade 87% 37(17) 
Can-ties Qf Doctor Creep, T be Ariel fiSKJtt 8&% 7 04) 
Cauldron Palace Software 8 7 % i f 1 1 0| 

Cauldron Sflvnfilnl 8 T % 44 (08} 

Cauldron ll Palace Software 94% 14 {181 
Cauldron II Silvefeirti 72% 44 (91) 

Caveman UghHympnca Elocttonhb Arts &[)% 45 (28) 
Caverns Qf Irlban Fin^irdi 25% 17 (121 j 
Caverns Of SiHahc I rttfVHptar &}% 1 {SS? 
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MOUNTAIN BIKE RACER 

Zeppelin, £2,99 


D q you over got a sense of 
d6j£ vu? Do you ever get a 
sense of deja vu? Well, following 
Iasi month's Pro Mountain Btke 
Sim from Alternative comes 
Zeppelin's Mountain Bike Racer 
— oh, what an original Idea; why 
don't they do something exciting 
like ‘Pro Mountain Challenge 
Turbo Bike Racing Ninja... Sim ?! 

Oh well, this is much like the 
Alternative effort with your bike 
travelling through a horizontally 
scrolling obstacle course. You 
must jump over things like tyres, 
and go fast enough to get up hills, 
but stow down so you don't slip off 
muddy down slope s. Now I may 
be wrong, but I thought the whole 
point of mountain bikes was to go 


easily over tough terrain. 

However, in this sim" the slightest 
little thing can cause the rider to 
fall off — perhaps he's just got a 
poor sense of balance! Anyway, 
hitting the ground every five 
seconds Is frustrating, but if you 
manage to stumble to the end of 
the first level, you can spend your 
prize money on some useful 
extras like fat tyres, ice chains, 
and a puncture repair kit. 

Simplistic and irritatingly lough 
the game lacks Pro Mountain 
Bike Sim s neat two-player mode 
and playability,, and a part from 
some lirty attractive graphics is 
totally inferior in every way. Steer 
well clean 

OVERALL 24% 
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T his ne at conversion of the 
SNK coin-op narrowly 
missed a Sizzler when it was 
reviewed in Issue 35. 

In this vertically scrolling shoot 
en>-up, one or two command 
bravely venture into, enemy 
territory, using their guns and 
limited supply of grenades agai 
ordes of soldiers, gun turrets, 
tanks, and helicopters. Some 
dying enemies leave behind 
flashing tokens which, depending 
on their colour, replenish ammo, 
increase gun range, or act .as a 
smart bomb. 

An additional hazard Is the 
presence of land mines which 
only snow up when the player fe 
almost on Ujpof tijem. But 
there are also enajjiy tanks 
carete^sly fdfi lying around for you 


steal, These can be used to 
squash enemy soldiers, and also 
protect you against bullets — 
unfortunately they have only 
limited fuel: when Hjruns out, they 
blowup! 

fkart Warrior s is a fun shoot- 

'em-up, especially with me 
simultaneous two-player mode — 
although it's made more difficult 
by the fact that you can shoot 
e ac h other! U n like say. H 

Commando the action is more 
tactical than reaction-testing with 
success only possible by taking 
your time, picking off enemies one 
by one. But the desire to get a bit 
further each time should keep you 

I iying. and despite its dated. 

;ky appearance ikari •- ar 
dictive blast from (he past, 

OVERALL 83% 
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IK+ 


Hit Squad, £2.99 
(Rerelease) 



T he major innovation in this 
follow-up 10 international 
Karate was the addition of a third 
opponent, controlled either by the 
computer or a second player. 

Access to the various martial 
arts moves (including flying kick, 
head butt, and a sensational split 
kick) is via the usual combination 
of direction with or without fire 
pressed. One or two points are 
scored for knocking down either 
of your opponents, depending on 
how good the move was. 


The round ends when one 
fighter scores six points, or when 
the time runs out, in which case 
the fighter with the highest 
number of points wins the round. 
Whichever fighter has the lowest 
number of points is knocked out 
of the game, so even if you finish 
second, youTe still in. However, if 
the two losing fighters have equal 
points, they both stay in. 

After every two rounds, there's 
a bonus section where each 
fighter, in turn, uses a shield to 




deflect balis which bounce on 
from both sides of the screen. The 
round ends when he's hit or if he 
successfully manages to deflect 
ail the balls — a very difficult task 
indeed. 

IK+ must stand as the best 
beat-'em-up ever made. It r s 
almost too good to be true with 
beautifully animated fighters, 
i great oriental music and FX, and 
a superb two-player mode. The 
action is fast and furious with an 
extra dimension added by the 
third opponent. The computer 
fighters are fairly tough to beat 
and if it's too easy (or hard) you 


can alter the speed of play Even 
the bonus round is immensely 
playable and over quick enough 
not to interrupt the great beat-'em- 
up action too much (unlike the 
painfully slow Spectrum version!). 

The desire not just to gat a h igh 
score, but to improve your karate 
belt colour will keep you playing 
this timeless classic for ages — it 
hasn't dated at alt in the two-and- 
a- ha If years since its original 
release. If you overlooked it first 
time around, at a mere £2.99 you 
simply can't afford to miss it now, 

OVERALL 97% 



WORLD SOCCER 

Zeppelin, £2.99 


G uess what, Brian, It's 
another of them football 
manager doobhes, and a bugged 
one at that. You get to manage 
any of the learns in the ‘world 
soccer league' — including such 
famous names as 'Hamiton 1 and 
‘Suttgart'f — and inevitably inherit 
a side of total no-hopers. 

The first thing to do is to pick 
your first eleven plus a couple of 
subs for the match. Irritatingly, the 
list of players (with position, age, 
fitness, speed, and ability 
attributes) is divided up into three 
separate screens for defence, 
midfield, and attack — so you 
have to keep flicking through 
them repeatedly to select the 
team. 

Select the whistle on the 
attractive icon-driven menu 
screen and you can play your first 
match. For some reason, as 
manager, you aren't actually at 
the match and can only watch half 
and full time highlights on Zep TV. 
A commentary scrolls up, 
consisting of about a dozen 
predictable phrases — to describe 
a goal or near miss — along with 
the time of PccuBBnoeJto and to 
the excitement you even gei live 
option to put on your subs - but 
only at half time! 


At the end of the game you get 
the totally unpredictable final 
result. I say 'unpredictable' 
because the programmer is 
obviously in numerate as the final 
score often boars no resemblance 
to what happened during the 
match — once, I was losing 1-0 at 
half time, and ended up winning 
3-0! In addition, penalties seem to 
count AGAINST the team that 
scored them! 

After losing 6-0 you may want 
to sell a few dud players and buy 
some better ones. Your scout. 


who looks suspiciously like Bobby 
Robson, looks out for the best 
players on the market, end 
invariably comes up with som© 
old codger with the speed and 
skill of a paraplegic tortoise — ft is 
Bobby Robson! 

Also on the menu screen are 
the bank manager [although there 
are never any decent players to 
spend a loan on) and the medic 
(for some reason the players are 
particuiariy susceptible to groin 
strains). 

So there you have ft: a 
simplistic but fairly playable footy 
management game almost totally 
ruined by some incredible bugs. It 
just isn't football, Brian. 

OVERALL 34% 
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PLATOON 

The Hit Squad, £2.99 
{Rerelease) 


A cover game back in early 
'88 the Sizzier game of the 
Oliver Stone film enters ihe 1 ^* 
budget jungle to "pacify 1 the 
opposition. Split into six stages 
the game follows the progress of 
a US platoon through the Vietnam 
lungle, searching for explosives 
and a village, investigating a VC 
tunnel network, fighting off 
ewarms of VC at night, racing 







finng bullets whi 
rue bullets plus f 
Beacons flash vi 
and can Be very 
to their colour wl 


fil.i,U,r.TYl 


through the jungle before it gets 
napalmed, and facing a final 
conflict with the mad Sergeant 
Barnes, 

One of the trickier films to 
convert, Platoon stands out from 
the normal ffamfjoesque games 
due its attempt at bringing out the 

rnoralily anu jutftty of the Vietna 
War As such it's a, gritty, 
presented, highly atmospheric 


combat compilation of strong 
mini-games. Each mini-game is a 
very strong, playable challenge 
with separate, well crafted 
soundtracks for each toad and 
excellent use made of downbeat, 
jungle colours. AH this creates a 
superb mood to the game and 
ranks as one of the most polished 
and slickly produced movie tie-ins 
yet, Platoon was a great value for 
money package at full price, at £3 
now it really is an essential 
purchase 
■T 

OVERALL 90% 


BARBARIAN 

Klassix, £9.99 
{Reretease} 


T his is the game which finally 
established Psy gnosis as 
masters of gameplay, as well as 
presentation. Hegor the Barbarian 
has sworn vengeance on the evil 
wizard Necron, the killer of his 
father. His .quest begins outside 
Neuron's lair, a nick screen 
fortress complete with a dr ~ 
heavily muscled soldiers, 
d^nea^nkrry-hke savages 
and plenty of vicious traps. 
ToTsope- with this challenge 

or has been given an 

n usually large array of ricNon 
aHdng. rumrmg. leaping, attack, 

-e treat and so on. Selecting th 
is best done by usfriq the mouse 


'iii 


wrclick on icons at the bottom of 
the screen. It sounds and plays 
unusually. Typically you'll have 
Hegor walk onto a screen, swiftly 


move your cursor to an action (ie 
jump) and wait until he s In the 
right position, then press fire and 
move the cursor to the next 
option, Timing is just as Important 
as in most arcade adventures, but 
with a complex set of traps and 
many different monsters you need 
to do a tot of thinking too. Since 
there's no save option, and little 
warning of a lethal trap, this can 
be very frustrating. But Once you 
work out how.to get past a 
particularly vicious room the 
feeling of satisfaction is great, and 
maikus it ail worth 


Ihvdgp 
s most 
Hgaspdft 


prse, the 

commoted upon aspect of The 
game is its graphical excellence. 
Upon its relea se Barbarian set a 
new standard In graphics, which 
even today few games can 
match. While animation is a little 
jerky, the detail and variety of 
graphics is superb Sampled 
senses further add to the 
atmosphere, making this a 
comSBiM 


OVERALL 88% 


SAMURAI TRILOGY 

Kixx, £2.99 
(Rerelease) 


T his old Gremlin martial arts 
effort earned a massive 29% 
back in Issue 27, so I wasn't 
expecting much — but I was 
surprised; surprised it got such a 
high rating] 

The game sounds great on 
paper: you can fight using three 
different {well, that's what it says 
in the inlay!) combat techniques, 
chose training routines, and make 
tacttcal decJsigrtS'between eacn 
rapnd of the Iglf (allocating. five 
points to off i : '-siye/defensive ski * 
speed stamina, of strength). By 
Ipr ;• $ vanousoppere nts you 
can, improve your skills in a bid to 

w..MK jmura . ant™ 
iracter to 


MARAUDER 

Kixx, £2.91 
(Re release] 


A utomatic defences have got 
themselves a bad name in 
computer games from Citadel to 
Tau Ceri, causing more trouble 
than their long-dead owners ever 
did. In Marauder they guard the 
planet Mergatron, and its 
incredible treasure — the Jewels 
of Cyzmartdius. You aim to return 
this stolen property to its rightful 
owners with the aid of your 
battlecar. 

The first level is set in the 
countryside, complete 
trees, rivers and lots' of defence 
hardware. A variety 

ocirohoverers home in one you, 
jxedtdelences 
ing missiles, 
s colours 
ul: according 
' ot they give 
you extra smart bomb;,, lives, and 
temporary invulnerability But 
beware; they can also fern 
laser gun, reverse the controls, 


So what's the problem? Well 
basically, it's th e pathetic "beat- 
'em-up' gameplay. No matter 
which discipline you're fighting in, 
you only gel to choose from half a 
dozen possible moves. 

And unless you switch off Ihe 
grating oriental music in favour of 
'clicking' FX, you can't even telJ if 
you're hilling your opponent — 
the only time anyone gets 
knocked down (ie, turns into a 
crumpled blob on the ground) is 
when he's completely defeated. 
Otherwise, the two fighters just 
shuffle around, flinging assorted 
arms and legs in the air, 
apparently performing some 
strange oriental dance instead of 
trviflllmbeat each other upl 

lP! are great fans Of 
'oriental fare (witness the brilliant 
/K+) but this is one Chinese dish 
iven the dustmen refused to take 

OVERALL 18% 


life 


Level two 


arx) take a 

place with the 
over a 

ing floor below, 
while lev®! tfiree see' 

Hke Jmnwsy ove 
defence equipment: 
scenery wraps around on the 
levels. 

This is, of course, the very first 
product from the Turbo Out Run 
team of Mark Kelly and Steve 
Crow, But back in August '08 
Marauder met with , >, I 

disappointment (and $6%) from a 
ZZAP! team accustomed to 6nJy 
the highest quality worn Hew*. -, 
Gordon Houghton disliked the 
high difficulty level, while Paul 
Sumner complained aboufthe 
lack of originality. At a 
price ibe presents! iqn — 
specially sonic;, 
oraimpressivey but ihe 
jniaplay remains disappoi 
owfver, : you're the patient 
nd like to slowty work out an 
attack pattern against frustratingly 
tough enemas this might be 
worth a look. 

OVERALL 62% 
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The Snare: a twenty-level deadly jiwe built in 3 temporal cavity by billion 
Andre Thelman who ten years ago entered his creation with his most val 
possession - and died. 

The hunt for the mystery treasure has turned into the hottest vid same show on e 
as contender after contender dies trying to crack the maze's secrets. Will 
succeed? 

Snare: fiendish, frustrating and deadly — only for the quick witted! 


CBM 64/128 
Cass: £9,99 
Disk:£12.99 


TUsrn^ 1 Satum Ho«,C»iltw ftri AtohmastDa B&la (O 4 QW Tel: 937341 & 1726 J 







However, I must apoiogiz* to Russell Whiff of Australia as I 


mistakenly misnamed him Whipp (how embarrassing!) when he got a 
W/zh&tf high score. He also says his sister Alison helped him to attain 
It and beat him up when he claimed It was all his own work! 


4TH DIMENSION (Hewson) 

tyb^dyrte warrior 

! f 035 Phil K f 4 | ZZ A^" Towam 
! 6 1 25 StLj art Wy nne 72 AP’ Toners 
14 925 Rob H ZZAP' Towers 

Hoad 7N; Q.ill 

33 fitifl Rnb H 7,7 AP' Tiv^r;, 

29.220 Pr I K ng ZZAP' Towers 
26 550 Stuart Wynne. ZZAP' Towers 

Mission ImfMisislftubbto 

32 !30Q Stuart Wynne. ZZAP' ':im"s 
57 000 Rub H ZZAP 1 Towers 
59 DOT Pr -l K ng. ZZAP! Towers 

Insects In Spate 

I 00 070 Rob H ZZAP' Towers 
!4 "30 Stuart Wynne ZZAP* Towe'f 
16 590 Pt l K ng ZZAP 1 Towers 


ARMALYTE (Thalamus) 

30. 97 '.900 P*b Ellis Transm on Software 
59 fl72 300 Co) & Grirwiy Rochdale Lancs 
05,477 900 Andrtt* fiawlay. 0 llericay, Ehse> 

BARBARIAN N (Palace) 

STS.OOO Le« Tanner E.as don Er.se «. 

350 5ftO Miikn Lorenittfli Gorla. Maggirve 
ha*y 

337 450 Greg Mardiv.ad GI0 5QOW 

BATMAN: THE MOVIE (Ocean.) 

1 476 470 N a I Hatch, K..H 'icv. Co D-jb i 
950.3QQ Jdnaithan BalfKempton Burden 
Hams 

925 760 : Inspih By"stcj".i' Elmealnorpe 
Lees 


CABAL (Ocean) 

206.615 ('CttfnbldtBei Chr'- Campbell 

Null lUhnrn 

ihb 720 L-ldf! Man Mark Ashton 
M anctwster 

CHASE HQ (Ocean) 

ir) 104 OflO (Completed) Craig D-inn 
Scotland 

5 101 7flfi Paul Taylor Utattinghacn 
5 05b 249 Paul Baker, Holmfis Chapel, 
CiB-s'nre 

(Amiga) 

9.959 999 iComplfHtsJi Manm The Mmin 
CallSdifnj Reading 

7 340.560 iCmiplaled) Gassy Gallor 'ip? 

Read ing 

2,233,850 Daniel Besser Bletelhlgy, B-.jckji 

CITADEL {Electric Dreams) 

I 44S .4 714 (Completed 12 limes' ■ R|iwn 
Helen Helsinki. Finland 
1 237 ,750 Mark QertW'ils Ketbanng 
Martha mis 

745,920 Andrew Roberts Si Helens 
Liverprnl 

CYBER NOiD (Hcwscml 

276.400 Dean SJT James Weal Bromwich 
W Mids 

230.430 Donouih James, West Bromwich. 
Was! Midlands 

2(19.025 Mirko LoterKuh Gorla Maggmre 
Italy 

DARK SIDE (Incrritjye'i 

6,520 420 (Crvnpleleil! Mad n Lear. She ley 

)fif Vofjsa. 

B, 1 30 t'Hi Ki.dc! y Bi* York N Yorks 
5,860.626 1 oli n Fulton. Ayr Scotia m I 


■ Amiga ' 

5 34 120 (Cbm plated) J-irtn. ? Alijryn 
Man^eHtn. Suva "sea 

ii J :i fCmuptetedVjark Cottle Mnnnmq! 
Healm WS-usse-n 

499.740 [Completed | Martih L'vir Shelley W 
Yorkr, 


BUBBLE BOBBLE (Firebird) 

9 164 260 Nsi i Moglan Somewhere 
■! 603. IliJ P'nl Hulcbinsad Heage 
Derbyshire 

0 692 4?£i P-i:hard Pembrulge Wirral 
Mtrucy-.de 

BUGGY BOY (Elite) 

152 360 Ian Moglan Somewhere- 

149 930 Shade Elno r Newry N Ireland 

149,640 Robert -Puac™ Truro Cnrnw.'i.<l 

■An - ga, 

T51 930 Laurango pastre NtYthofl Mu: i;h 
93,070 John Farrow Bermwfield Ln'iC 1 - 


F . -MOTION (US Gold) An 1 1 ' 

i hi'.'pI 29 1 76 950) Rnb An.: Ph4 ZZAP' 
Towers 

Level 7 (40.200) VtoZZJa TGM Tnwetrs 

FIGHTER BOMBER I Activism n| Amiga 
(M =.=.!■ .ms cornyleied'fiownl 
1 1 2 h Supersonic Stu ZZAP 1 Towers ;f I hi 
13727 Mad Bumber Itoyy. ZZAF" Towers 
iviggenl 


GHOULS N' GHOSTS (US Gold) 

4 ,119 450 Mnrh W, kwv s and Bryn Lawlor 
M daiezoy, Somersel 
4 020.100 Daniel Ju'ier, Lundo^ 

Z.005.850 tteclan Guinan Tallaghy. Dublin 

HARD DR IVIN' (Tengen.'Dqmaiik) (Arikga! 
7 0.576 i.Time — 1 37 fjs}. Arvdrew Rowley 
EiHencay Essei. 

41 446 1 ". 4?- 58 1 Si • Lirulsul Brar-,twonC 
Esssa 

3(1 280 . 2 00 . Rob H ZZAP 1 Towers 


KICK OFF (Alien) (Arr- 

Argentina 26p1s Isr P> I King ZZAP' 

Tcw'er?; 

Brazil duties Ini — Par. I Taylor Billencuy 
Em:; and 42pts ’si — Matthew Thomas 
Weflingbornugh Trevor Hayhes Cramlmgton 
France 3Epts 1st Trevor Haynes, 
Cr&mliriigtoni 

Holland 42[Ms 1st — Matthew Thomas 
'rVehinghoJnLigN Ar f ur' vrj Welftring Holland 
llaly. 40p1s. Isl — Matthew Thomas 
-Vrjli.ngborough 

Russia 4?pi!i. 1 si — Stephen Kennpll 

Matthew Thomas. WalEm^JOraugti; jan 

Kos« neo, Fmlarid 

Spam: 34p!s. 1st — Trevor Haynes, 

Cramiihglon 

W Germany 1b[.ir'-,. isi — Trevor Hay nee 
Cramf nrjlon 


NEW ZEALAND STORy [Oceani 

Complelrfd [513.1001 N-cky PayMn 
Tcringlon Devon 

Comtiteled i370 600 1 Dean ' SJ " James 
Wes I Bromwich Yv Mid-: 

Ccwrplel^Kl 1-352 .7001 Dave Joe Bidqgs' 
Fitzpelrck Douglas Hie O! M an 

(Amiga) 

Level 5- 1 i422,516j God Keeueney S' ultey 
Yi Vr> r ks 

Level 5-3 (369.436) R Pdmbndge- Uplwi, 
Merseyada 

Ldvel 5-2 (456,912'' Marcus I'aylor Poole. 
Dorsel 

NINJA WARRIORS fVfcfltrt) 

1 6 1 . ' . 0 ( Comp' etfd , Steve Bell-: nn'-y. 
B.'ir.ir-^Slokc Hnn.ii 

, Amiga! 

120,600 Marcos The Muke' 5 mpsan 
Ntjdhwtx.id Middn 

H37 45(1 Rocji ;--- - 1 ) h Hogg. ZZAP' Towers 
3f> 400 Dan el Bfri'Ser. B iutdlley Sucks 


RETROGRADE ; Mi.>l;smir.,.j 

i 240,320 (Cgmpteted) Martin Cov>e. 
Npfllnyham 

i 1 46 I Ctjmptel oa t William Call, igl irVii. 

T prn-. Vl 1 Mi (15 

061.290 (Completed) P^hir Hilts, Gravesend 
Kent 

RICK DANGEROUS (Firebird) 

257.300 (Compl&lcd) Casey GalTacher 
Reading 

31 1 B 0 Ssman PhtHips Grer^nlield 
(Amiga) 

744 Sl-rfl (Compleredl Casey G allache ■ 

Read ng ' 

9 76D Damai Sesr.^r BlrAChlty But.i-E 


SAMURAI WARRIOR (P.rrbirri) 

3 55t' Bryl 'Cool Crossley Rolhwi:! . LeccSs 
3.47 7 R e •:rirc ! I lovr? Basil-don Archibald 
Basildon 

2.926 Karl Green Ar.klam. Clcvt-land 


STRIPER (Capcoin) i Anugai 
1 LI-7 7 5011 Rale Ball, Aekxi London 
307,000 (Compieled} DanilH Pm ljr ik. 
Bodmin, Cornwall 

302 900 (Completed five ' mesi Jplid Riesctj 
Pfisby, MerwySido 

SWITCHBLADE (Gremlin) lAn :|.-L) 

133.090 Jimmy Guslafsson Sweden 

TEST DRIVE 2 lAccfll*de) 

235 300 (Compteterj) M ke- Vin^. Dagenham 
Esse* 

(Amigyij 

392 432 (Comipicfted ; v hi Heaton 
B-c-rkhamsted Heels 

367 000 (Completed) Mark van Gei|ce ,beek 
Heersum. Holland 

263 104 (CnmpKd^dl Carl Muyte Slilhians 
Cornwall 


OPERATION THUNDERBOLT (A u 

2 ft 5 6 r'lifi (Completed | Casey G.TI.i-. hpr 
Read 'lij 

1.652 700 (CcHTipleted i Jstiiuj Wil* ams 
Maneh ester 

74K 0(30 Philip Sangh r-,i Z. SuSSOH 

P-47 FREE PGM FIGHTER (Firebird; 

l Am iga > 

7AZ 7^ FhJ King. 22 AP- Tower . 

152 TOO Rob H ZZAP' Towers- 


ROWER DRIFT (Activision) 

894. WO P-iil Hal well Stidflon Colliery. Cb 

Durham 

•■■■H I 900 Johnny ‘We I And' |h H,iNi 
Avon 

019 IflTi Kinq Pooch, Chtppenham Wilts, 


TURBO OUT RUN )US Gold) 

16,360.00(3 Mac Man Mark' Ashton 
Manchesler 

16.310.000 (CompiElad) Rob ■Road Hogg. 
ZZA-F" Tuwcr?i 

15.530.000 Johan The Joker Jonkere 
Venln Blenck. Hoikmd 

I Amiga i 

46.669.257 Slewen Bates Askelt. Bucks 
22. (4 T.833 Kiercn Rnland T^krcimbe Ci Us, 
E Sussex 

16.523.456 Steve Packer Chelmstem. 

> 

THE UNTOUCHAI3l.ES (Ocean) 

91 ICO Jason Lo, Radr.litfur Mancht'skn 
06.210 A Nonymous, Anonyviftp 
07 105 Neal Todd Warminsiei Wills 




UfONlX MfGABLASIER 
Frec.'sitm moulded control knob with 
iteeiiboff for complete reliabIStty. Pu o> 
tire D ufton i for left and right ha n d u£e 
Heavy duty leaf switches and rubber 

SUCtlofi UjL'v 

OFFER £6.99 

EUROMAX COMA 

& rand hew deilgn wit h 8 

mtcroswltches 3 AdforVre buttons and 

s tngie normal Are b utton pro vide 
trigger readiness. 

OFFERS} 1.95 

EUROMAX ELITE STANDARD 

Short travel microswitch ocNon Jr 
ergonomic and h^ghTy durable design 
OFFER £9.95 

EUROMAX EUTE GRIP 
S £rme as Elite Standard. bur with new 


sraonornt grid. 
OFFER £10.9% 


EUROMAX PROFESSIONAL STANDARD 
Nigh rapid response and 

uffrg iensttrve madmen* 

OFFER £16.9$ 


(Ratnbfrd) 

Amiga 

£ 23.99 

SAVE £6.00! 


c 

(IIS Gold) 

Amiga 


KONIX NAVIGATOR 
. Brand new ergonomically designed 
\ handheld Joystick with c ire Suffon 
| positioned d'rectiy beneath the trigger 
; finder. 

I OFFER £14.99 

EUROMAX PROFESSIONAL GRIP 

Same as Ptafess-ionai Standard but 
with ergonomic grip. 

, OFFER St i.9S 

EUROMAX PROFESSIONAL AUTOFSSE 
■Some as Proto* jjenai Standard. bat 
with A utofi/e 
| OFFER SIB.9S 

DYNAMICS COMPETITION FRO 5000 
(CLEAR) 

Same Qt Pfto 5000 NORMAL but wtth 
j#*-fhrtj body 
OFFER £14.00 

0 YNAMICS COMPETITION PRO EXTRA 
F eoturet Rap'd FSre. unique Slav, 
mpiton and see-thru body 
OFFER £15.00 

| P OWERPLA Y CRUISER STREAMLINE Ait 
BLACK 

With duar fead tar Spectrum 
48K/ t2BK/Ptvs/Pti*l/enui3 

OFFER 12.99 

I 

i P OWERPLA Y CRUISER CLEAR A U TOFiRE 
Imply by holding down either Of f.he 
tire bdffons engage* AutOfire. 

OFFER £12.99 


SAVE £4.00! 

C54 


PIPEMANIA 

(Empire) 


SAVE £5.00! 

C04 

£ 7 . 99 /£ 11.99 

SAVE £2. 00/£3. OOt 


SA VE £2. 00/£3 . 00 1 


no si jui m? 

MdSalve 5-page Strategy Special! 
phobia. Project Flrestarr Test Drive 1 1 
Archipelago*. Blood Money. Millenium 
2 2. Wicked FQFT' Pawerdf&me postal 
Mo 52 Aug TPS? 

Botmanlail Free Bdl poster! PjygiriOtis 
Spiciflll Cfvtewsd Citadel. Ric\ 

Dairy erout iD Pool American Club 
S-porlb Navy Moves. Baal Dejc Ar |t 
Journey, Zoik Zero. Waterloo, lank 
Attack. Astdroth. Vindicator*, Time 
Scanner The NeyrzeaTand Story 
Wayne Gretzky’s Hockey. iVticropraEB 
Soccer, GunihLp, Hgwkeye Kybots 

No 53 5Gp \98<t 

Fresh ham the Ccoan - 0c ean In high 
gear tor Xmas release perlodl 


Reviewed The Mew Zealand Story, 
Rainbow Nandi, Demlrtl Wlngr. Inns' 
Space, Hostages, Stand Prlx Chcult 
■ he Champ. Personal N ghfmare 
Demon's Winter. Curse of the Azyre 
Bonds, Breach. Fire Brigade, Laser 
Sqyoa Indiana Jones Licence to KlJi, 
The Rynnlng Man, Red Heal. Kelt. Tor 
$ Jerry, A Garfield Winter's Tall. 
: lencMih Fi eddy's Big Top of fun. 
Savage, PhObta, Domlnatar 
iNo SAOci 1989 

Interview w(fh Power Drift programme' 
: -hrls Butlerl Pgndy‘S Tic. ? 
iiktravaganzal Test Flight ■ Fdicon vs 
1 Combat Pilots Reviewed; First 
-■Mike. Thundefblrdf, Tu$*ef Skate Ball. 
I earn Spoils Shlnobl. APB. *ybotE, 
■Aaarabl Paperboy jo ' k The Nipper 
'ghosts rr Gob Ins. Master* of the 





Credit Card No 


'tofttforal PMI's joystick round-upl Free 
•.jSi:arpOSler' 

Siovewed: Batman The Movie, Indy: The 
^cRon Oone. OontirfiAt^ Circus. 
Vgsmlft Firepower, Star Trek: The 
i^siTveen FYqphecv. Cosmic Pirate 
p^pp ii. Vi fabaH, Crystal Caste* Kendo 
Ac-Titir. Soldier Of Light, World Senes 
eoseball, Powef Drift, f?VF Hanco 50 
Pool Pro Tenfto r. Bead Volte* 
Ur^jctict>GS 


Expiry date 


Make cheques and postal orders payable to ZZAPi Ud. Send this form tn 
Z2UPER STORE, PO BOX 10. LUDLOW, SHROPSHIRE SYB1 OB 


Nrwte 

ORDER 


Apart from our highly 
recommended games 
list, you can order any 
game released by the 
major software houses 
!c date on disk or 
cassette. 

hot all listed products 
have been released at 
Ik time of going to 
press. Goods will be 
dispatched as soon as 
possible. Customers 
will be informed of any 
iQirg delays. Ring 0584 
875851 for release 
dates 


BUDGET 

BUY 3 & 
GET ONE 
FREE!! 

W It's as simple as that! 
"rj j buy any three £ 2.99 
games through 
SUPERSTORE! and we'll 
:re anertra £ 2.99 title Of 
your choice completely 
FREE!! 


ttUPER 


SAVE £££ s 


SIM CITY 

C64 disk SAVE £7.00! 

NOW ONLY £12.99 
Amiga £18.99 

TIN TIN 

C64 SAVE up to £5.00! 
£6.99 cass/£9.99 disk 
Amiga £12.99 

PURPLE SATURN DAY 

C64 SAVE up to £5.00! 
£6.99 cass/£9.99 disk 
Amiga £12.99 


ZZAPI MAIL ORDER 


◄ 

OFFER 


STIR CRAZY 

FEATURING BOBO 

C64 SAVE up to £5.00! 

£6.99 eass/£9.99 disk 
Amiga £12.99 


Jntv&ri® R#iCu& on Froctafcus, Mr, HWl 
!anc.n 2 . Buffalo Sill's Wild West Rodoo 
Show*. Omni- Play BaiK+rball. Strider 
keeping: Gcds Lie 

NO K Nov 1909 

^aa; to trie metcrf! - ao nrerview with 


Description 


ADDRESS 


3!bsis[SI!I 


Total 


PHONE No 


Method of payment (please tick) L 
Access J Visa □ Cheque J Postal Order IJ 












vnAiSZZAP! EOT? 
IT’S GOT THE LOT! 


ISSUES FREE! 


WOT IT COSTS 


OUTSIDE EUROPE POSTED AIR MAIL. ALL OTHERS ARE SURFACE MAH 


Yes! Become a subscriber to ZZAP! tor 12 months 
for just £15 {UK Mainland only)! By subbing, 
compared to the shop price for 12 issues at £18 
you save £3! That’s the price of TWO Issues!! And 
you’ll be saving even more than that because any 
special issues cost £1.95 each (and there’s plenty 
of those coming your way!) — but you don’t pay 
extra when you’re a subber! 




IT’S A SAVING OF, ) 
BUMEYI, £3!/^^ 

P p wttf V 




MAPI'S AU 

TOp$if 


FflDlui mi n THERrs always a 

fOmw PAGE 51 mEZ5“*" 






PREMIER MAIL ORDER 


A.PB, 

aci op acfs 

AFTERBURNER 
ALTERE D BEAST 
AM CIVWARVal 1,2 or 3 
APOLLO 18 

ARKANOlftZ REVENGE 
ARMAL YT£ 

ARTKCFOX 
BAH BARI AN {PAL) 
BAHDSTALf 
SARDS TAL T J OR 1 
BARD 5 TALI I.2DS3 
MINI BOOKS 

BATMAN CAPtD CRU5DH 
BATMAN 1 HE MOVIE 
BATTLE CHESS 
BATTLE JN NORMANDY 
0ATTLIFRONT 
BEACH VOLLEY 
BOMBER 
THE BIZ 
BUGGY BOY 

buskioo 

CABAL 

CAPTArN BLOOD- 
CARRIER, COMMAND 
CARRIERS AT WAR 
CHAMPIONSHIP GOLF 

Chase ho 

CHUCK YEAGER 

C06FLA 

COIN OP HITS 

COMBATSCHOOL 

CONTINEHTALClfiCUS 

CRAZY CAR? 

CRICKET MUfTFR 
CRYSTAL CASTLES 
CURSE OF AZURE BON D5 
CY0ERBALL 
CYBERNOlD 
DAN DARE 3 
DARK FUSION 
DEATHLORD 
DOMINATOR 
DOUBLE DRAGON 
DOUBLE DRAGON Z 
DRAGON NINJA 
DRAGON SPIRIT 
DYNAMITE DUX 
EARTH ORBIT STATION 
EMILYN HUGHES FOOT 
EMPIRE STRIKES BACK 
ENDURO RACER 
ESPIONAGE 
ESCAPE FROM ROBOT 
MONSTERS 
EUROPE ABLAZE 
FAIR MFANS Qfi FOUL 
FAST BREAK 

Fighting soccer 
fish 

foot MAN 2 EX? KIT 
FOOTBALL DIRECTOR 
FOOTBALL MANAGER! 
FOQTBAU MANAGE RJ 
FORGOTTEN WORLD 
FUN SCHOOL Z (6 tg 8] 
FUN SCHOOL Z (twerS) 
FUN SCHOOL [under 6) 

6 LINEKER HOTSHOT 
GALAXY FORCE 
GAME SET B MATCH 1 
GARFtELD- WINTER 
GAUNTLET 
GAUNTLET ? 
GHOSTBUSTFRS 
6HOSTBUSTER57 
GHOULS N GHOSTS 
GRAND Pfiixcmcurr 
GREAT ESCAPE 
GREEN BEBET 
GUERILLA WARS 
GUN SHIP 

HALLS OF MQNTFZUMA 

HARDBALL 

HARDDRIV1N 

HAWKEYE 

HE LLf IRE ATTACK 

HE ROES Of LANCE 

HILLSFAft 

HYPtRSPORTS 

I. JONES CRUSADE 

l<+ 

IN CROWD 

inCShkimking SPHERE 

INFILTRATOR 

INT KARATE 

INTO EAGLES NEST 

IRON LORD 

JACK THE NIPPFR 

JEWS 

JET BIKE SIMULATOR 
KARA IE ACE 
KICK OFF- 

KONAMI COLLECnON 
KOREAN WAR 
CHAR OUT 
LANCELOT 
LASER SQUAD 
LAST NINJA 
LAST NINJA 1 
I'BOAftD PAHA 
LEGACY OF ANCIENTS 
LICENCE TO KILL 
MARS SAGA 
Me ARTHURS WAR 
MARBLE MADNESS 


CBM 64 

TITLE 

CBM 64 

CASS DISK 


CASS Disk 

6.® 9.39 

MATCH POINT 

2.99 

2.® 

MEGAMIX 

9 ® ID® 

6 ® 10.99 

METROCROSS 

2.® 

7® 

MICRO 50CCER 

9® 13® 

14® 

MINI OFFICE 2 

10® 13.® 

6.® 10 W 

MONT YOW THE RUN 

2 99 

5® 9® 

MOONYYA1KER 

7 90 9.99 

6.® 

MOTOR MASSACRE 

6® 9 99 

2.® 

MR HtJ 

6® 999 

2.® 

* MYTH 

7® 

2.® 5.® 

NETHERWORLD 

7.4S 10® 

12® 

weuromancep 

12® 


NEW ZEALAND STORY 

6.® 

5.® 5 99 

NINJA WARRIOR 

6.® 9® 

5,35 9 ® 

Obuterator 

6W9« 

6.99 9.® 

ONt on One 2 

10® 

ID.® 

1 00 % Dynamite 

9.® 

14.® 

QPIFLATIQN HORMUZ 

6.® 9.® 

14.® 

■ □PERAnOKTHUNOEfiBOLT 

6.® 9® 

6.99 9.® 

OPERATION WOLF 

S.® 9.® 

9 99 13® 

OUTRUN 

7.50 10® 

9,® 

PACMANkA 

6.25 9.® 

2.93 

PATTON V ROMMEL 

10® 

6.99 9.® 

PETER BEARDSLEY 

6.99 9.® 

6.39 9.® 

PHMPtGASUS 

2.® 6® 

6.® 9.99 

PHOBIA 

5.99 B® 

9.99 1i.® 

PING PONG 

2.® 

14.99 

PIRATES 

9.99 13.® 

*.® 

PITSTOP2 

2.® 

6,99 9.® 

POOLWRAEMANCF 

19.® 

7.50 10.99 

POWER AT SEA 

10.99 

7.93 

POWERDftlFT 

7.99 ID.® 

10.99 

PREDATOR 

2.99 

2.39 

PRESIDF NT MISSING 

BL99 I D 99 

6.99 3.99 

QUFDEX 

3.99 

2.99 

H-TYPE 

6.® 10.99 

6 SO 

RACK EM 

2.99 6.99 

2 W 

’ RAINBOW ISLAND 

*99 9 99 

S-6 99 

RAFFLES 

*00 

6.99 9.99 

ftAMBO 

2 99 

2.99 

RAMBOi 

BSD 3 99 

6® 9.99 

RFACH FOB THE STARS 

1A® 

6 99 9.99 

RED HfAT 

6. 50 

Id. 99 

REDOCTQBFffl 

9® 13® 

J.W 10,99 

RED STORM RISING 

9.® 12.® 

6 99 9.M 

RENEGADE 

2 99 

6® 9.® 

RENEGADES 

*5* 9 99 

6® 9.99 

RESCUE ON FRACTALU5 

2 99 

6® 9.99 

RETROGRADE 

6 ® 3-99 

7® 10.99 

RETURN Of >EDl 

6 ® 3® 

3.99 

RICK DANGEROUS 

6® 9. 39 

G® 8.99 

ROADRUNNER 

2.® 

6® 9.99 

ROBOCOP 

6 50 9® 

2 .99 

ROCKET RANGER 

12® 

6® 9.® 

ROMMEL 

14 99 


RUN THE GAUNTLET 

6.50 9 99 

6® 9.39 

RUSSIA 

13® 

14® 

sanxion 

2.® 

6.® 8.93 

SAVAGE 

6® B® 

2.® 6.® 

5CQOBY DOO 

Z.99 

7 ® 10 ® 

S.D.I.{ACTIVISJON) 

3.® 

It 99 

SENTINEL 

2.99 4® 

5.50 7.® 

SERVEft VOLLEY 

7.99 6.® 

6.45 

72V 

7® 

2® 6® 

SHINO0I 

6.® 9.® 

6.® 9® 

SHOOT EM UPCOH KIT 

ID. 99 14.99 

6.® 9® 

SILENT SERVICE 

6.93 9.® 

7® 9.® 

SILKWORM 

6.93 9,99 

7.® 9 ® 

SKATE OH DfE 

7. SO 10.99 

7.® 9® 

SOCCER 0 

2,99 

7.45 10® 

SPACE ACE 

I0 5O 12.99 

7® 

SPACt HARRIER 

2,99 

B.® 

5PHO0ALL 

5.99 e.® 

6.50 9® 

SPORTS WORLD S6 

3.99 ID. 9? 

2.® 

SPY HUNTER 

2.99 

2® 

STARFLEET 

ID. 99 

2® 

star Wars 

6.99 3.99 

7 99 1 ft® 

STAR WARS TRILOGY 

8 99 10.99 

7.50 9.® 

STEALTH FIGHTER 

99913 99 

7.45 10® 

STEEL THUNDER 

10.® 

2.® 

5TQRMLORD 

6.SD 9.9? 

2.® 

5TRJDER 

7.5D 9.99 

6.50 a® 

STIUKFFtEET 

10.99 

9.® 13.® 

STUNT CAR RACFfi 

6® 4.99 

14® 

SUMMER GAMES 

2 93 

2.® 

SUFtR CYCLE 

2 99 

6.99 9® 

SUPER DRAGON SLAYER 

5 99 

6® 9 95 

SUPER SPRINT 

2 99 

7.45 ip.® 

SUPER WONDER BOY 

7 99 t0 ?? 

7.45 10.® 

SUPREME CHALLENGE 

a 99 11 99 

13® 

TKO 

2.® 6® 

2.99 

TAITQCOIN OPS 

B.® 

1.S0 10.® 

TARGET REN EGADE 

S.® 9® 

7.99 

TERRA PODS 

6.® 

3.99 10.® 

THUNDFRBIRDS 

e® 9® 

3.99 6,99 

ThunOerblade: 

7.5010® 

7.99 

TIGER HOAD 

7.5010® 

2.99 6.® 

TITAN 

6.50 

2.93 

TOOilN 

6® a® 

6.® 9.® 

TOP GUN 

z® 

2.® 

TRACKSUIT MANAGER 

6.99 9.99 

*99 

TREBLE CHAMPIONS 

*99 

5.9? 

TURBO OUT RUN 

7 SO 9.99 

10.45 13-99 

TUSKER 

7® 

6.99 ?.® 

* ULTIMATE GOLF 

7.50 10.99 

6.® 17.99 

UNTOUCHABLES 

6-50 3.99 

13.99 

■ VENDETTA 

7.93 ID. 99 

2.® 

VIGILANTE 

6.93 ID. 99 

9.9911.93 

VINDICATORS IDOMARK) 

6.S0 9.99 

*99 9,99 

IV i BASF BALL 

2.99 

6® 9.® 

WAR IN MIDDLE EARTH 

*® 9.99 


S.W 9® WASTELAND 12® 

10® 1 7® WE ARE THE CHAMP’S 5 ® t J 99 

5® WINNERS 1999 

6® 9.39 WIZBALL 3.99 

10.99 KENQPH06E 6® 9.99 

13.33 XY0QT5 6 99 9,39 

' 5.99 YIEARKUNGFU 2.99 

ZAKMcKftAKFN TU 99 


Special Offer 

Amiga 

V^meg upgrade 
only 
£59.99 

While stocks last 

Amiga 
Battle 
Squadron 
only £12.99 

Limited Offer 

Amiga 
Bloodwych 
•f Data Disc 
£19.99 

Special Offer 


rm.E 

ADV SKI SIM 
AIRflOURNE RANGER 
A- MAX 

A-MAX WITH ROM 
ALTERED BEAST 
AMOS 
A.P.B. 

ARCHIPELAGOS 
ARCHON COLLECTION 
* .ARMALYtt 
■ ARTKFOX 
AUSTESLITZ 
BAAL 

BAL OF POWER 1990 
BARDS TALE 1 
BARDS TALE 2 


ARCHIPELAGOS 15® KNIGHT FORCE 

APCHON COLLECTION 8.99 KRISTAL 

ARMALYTt 11.99 KULT 

ARTK FOX fl 99 LASER SQUAD 

AUSTERLITZ 16® L ElOARfJ JilJtDlE 

®AAL 14 99 LEISURE SUIT LARRY 2 

BAL OF POWFR 1990 16 99 LICENCE TO KILL 

BARDS TALE 1 8.99 LlGHTTORCE 

!£5£?A ALE 2 T 1 W LOMBARD RAC RALLY 

BARCS TALE I OR 7 HINT BOOKS 5.W I OR OS OF RISING SUN 
BATMAN caped crusade r is® iqst pairdl 


THU AMIGA 

JOE BLADE 2 499 

KENNE PY APPROACH 14 9? 

KICKOFF tl 99 

KICK OFF extra Time t'ss 

KIND WORDS 2 i* 93 

KINGS QUEST TI0PLE 26 » 

KINGS QUEST \ r J OR 3 HINT BDQKS S 99 
KNIGHT FORCE if, 99 

KRISTAL it 99 

KULT 16® 

LASER SQUAD 12 99 

L'BQARPBIRDtE 16 99 

LEF5URE SUIT LARRY 2 19 99 

LICENCE TO KILL lZ® 

LlGHTFORCE it.99 

LOMBARD RAC RALLY 14 99 

LORDS OF RISING SUN 1? M 


Flying Shark 
only 
£9.99 


Amiga 

Mid-Winter 

only 

£ 19.99 


■ATMAN THt MOVIE 
BATTLE CHESS 
BATTLEHAWKS 1MI 
BEACH YDLLFY 
BlONLC COMMANDO 
BLOOD MONEY 
BLOOOWYCH AND DATA 
BOMBER 
BOMftUZAL 

BOULDERDASH CON. KIT 

BUGGY BOY 

CABAL 

CAPTAIN BLOOD 
CARRIER COMMAND 
CHASE HQ 
CHECAGO90 
COLOSSUS CHE55X 
commando 
CONFLICT EUROPE 
CONTINENTAL ORCUS 
CRAZY CARS 2 
CY8ERNQ1D 2 
THt CYCLES 
DAMOCLES 
OARtUS 69- 
DARR CASTLE 
DATA STORM 
D. D. HORSE RACING 
DAT Of VIPER 
DELUXE MUSIC CON KIT 
DELUXE. PAI NT 3 
DELUXE PHQTQLAS 
DELUXE PRINT Z 
DELUXE PflODCTlON 
DELUXE VIDEO 
DOUBLE DRAGON t 
OR DOOM 
DRAGON NINJA 
DRAGONS LAIR 
DJI AGON SPIRIT 
DUNGEON MASTER 1MEG 
DUNGEON MAS! ER EDITOR 
DYNAMITE DEBUGGER 
DYNAMITE DUX 
EAGLES NEST 
ELITE 

EMPIRE Strikes sack 
ESCAPE FROM ROBOT MONS 


16® MAGNUM 4 
1759 MAJOR MOTION 
16.99 MANHATTAN DEALER 
16.95 MANIAC MISSION 

7.99 MARBLE MADNESS 

1 6.99 MICROPROS* S(XC E-R 
19. « MILLENIUM 1 7 
2199 MR Hf i.i 
9 99 NEW ZEALAND STORY 

7.99 NITR0800ST 

7 99 NORTH AND SOUTH 

16.99 QMAGA 
7.93 ONSLAUGHT 

14.93 OPERATION NEPTUNE 

1 6.93 OPERATION TH UNDEflBQlT 
J6.M OPERATION WOLE 

1*99 OCJTftUN 

12 99 »47 

I* ® PASSING SHOT 

11.99 PHOBIA 

14.39 PLAYE R MANAGE R 

11. 99 POLICE QUEST 

16.99 POLICE QUEST HINT BOOK 
T6.® * POOL OF RADIANCE 
IMP POPULOUS 

14® POPULOUS PROMISED LAND 
16® PDWEBDROME 
12.® POWERDR1FT 

16.93 PRECIOUS METAL 

53.93 RAINBOW ISLANDS 

59.33 REACH FOR STARS 

59.99 RED HEAT 

59.99 RETURN OF lEDl 

69.99 RICK DANGEROUS 

59.99 ROBOCQP 

13.39 ROCKET RANGED 

16.33 ROLLING THUNDER 


FI 6 COMBAT PILOT 16 99 

FZ3 HETAUATOR 16,99 

FALCON Fit 19 99 

FALCON MISSION DISC 1 13.93 

FID OF FREE TRADE 19 39 

FERRARI FORMULA 1 19 93 

* FINAL BATTLE l fr 93 

■ FINAL COMMAND 15 9? 

FISH HH 

FLIGHT WM? 2fc® 

FLT DISC 7 OR 11 U® 

fiLT DISC EUROPEAN T3.» 

FIT DISC JAPAN T3 » 

FOOTBALL DIRECTOR 2 1 1 99 

football manag r r j 1199 

FOOTBALLER OF THE YEAR 2 13 99 

FOOT MAN 2 6XP KIT 8 93 

FORGOTTEN WORLD 1i 9? 

* FULL METAL PLAN E T 1* 99 

FUN SCHOOL 2 {under 6) ts « 

FUN SCHOOL 2 ft to B) IS 99 

FUN SCHOOL 2 fewer® 15.® 

FUSION 799 

FUTURE WARS 1 £ 99 

GALAXY FORCE 16 99 

galdrfgons domain 1199 

GAZZAS SOCCER 16.99 

GARFIELD 999 

GHOULS N GHOSTS 16.9? 

GHOSTBUSTTRS 2 16 99 

GOLDEN SHOE 16 93 

GRFT2Y HOCKEY IS 99 

* GRJM6LGOD 16 99 

GUN5HIP 14 M 

HAWKEYE 12® 

HEROES Of LANCE 16® 

' HOUNDS OF SHADOW 16.® 

HUNT FOR RED OCTOBER 1 4.® 

INC SHRINK SPHERE 9® 

INDY JONES ACTON 1 3 99 

INDY JONES ADVENTURE 1 6 99 

INT KARATE 4 16® 

INTERCEPTOR 15,® 

INTERPHASE 16.® 

IRON LORD 16® 

* IT CAME FROM THE DESERT 19.99 

* IT CAME f ROM DESERT DATA 9.99 

JAWS 12® 

JOE BLADE 4.99 


14® 

PUNNING MAN 

14® 

23.99 

BUN THE GAUNTLET 

IS® 

13,® 

shadow Gate 

14® 

1*® 

SHADOW Of THE BEAST 

22® 

7® 

SHI NOB 1 

12® 

16® 

SILENT SERVICE 

U® 

16.® 

SILKWORM 

12® 

4® 

SKATE OR DIE 

17.99 

14® 

SKYFOX 2 

a® 

11® 

SNOOPY 

16® 

IS 

SPACE ACL 

26® 

13.® 

SPACE HARRIER 2 

16.® 

16.99 

SPEEDS ALL 

tl® 

16.99 

SPY VS5PY 

799 

19.99 

STARGUDFR1 

14.® 

13.99 

STAR WARS 

9.99 

19.99 

STAR WARS TRILOGY 

16® 

14.39 

STEVE DAY15 WORLD SNOOKER 

11.99 

16® 

STORMLOftD 

13.93 

13.39 

STMStR 

13.99 

14® 

STRIP PQkE-R 2 + 

4.93 

26® 

STUNT CAR HAC.tR 

15® 

13® 

SUPER HANGON 

1*99 

13.® 

SUPERBASE PERSONAL 

59 95 

13® 

SUPER WONDERROY 

16® 

11® 

SWORD Of 50DAN 

16® 

11.99 

TALESWN 

17.® 

13.99 

tanglewood 

7® 

8.99 

TEST DRIVE 2 THE DUEL 

21 » 

12® 

THREE STOOGES 

7® 

1*® 

TH UNDERBADE 

16® 

15® 

TIME 

19® 

15 99 

TIME ANDMAGLK 

11 ® 

15® 

TGOBIN 

13® 

7® 

TRACKSUIT MANAGER 

tl® 

16.99 

TREASURE ISLAND DIZ7Y 

4® 

16.99' 

TRLV PURSUIT NEW BEGIN 

11® 

M,® 

TURBO OUTRUN 

16® 

16® 

TV SPORT* F-BAiL 

19® 

9.9? ■ 

TV 5RORTS BASKETBALL 

19® 

16® 

ULTIMATE GOLF 

16.® 

16® 

UMS SCENARIO 1 

B.® 

PG® 

UMS SCENARIO 2 

B® 

15® 

UMS2 

IS® 

16® 

UNIV MILITARY SIM 

H® 

14 » 

UNTOUCHABLES 

16® 

U® 

VERMINATOR 

u® 

IB® 

VICTORY RQAD 

u® 

16® 

VIGILANTE 

ID® 

1 4® 

VINDICATORS iDrr-iwk | 

9® 

9® 

VIRUS KILLER 

8® 

13® 

VOYAGER 

IS® 

16.99 

WAR IN MIDDLE EARTH 

14 99 

16.® 

WATERLOO 

16 99 

15-99 

WORD DREAMS 

14 » 

16.® 

WORLD GLASS LEADERBOARD 

3 99 

16.® 

WORLD TO'.lR GQJf 

a® 

19.99 

XEF+ON 2 Ml-GARlAST 

15® 

3® 

XENtiMDRPH 

IB® 

12® 

XVBOTS 

12.99 

4.99 

zak mckracken 

16® 


Ti | ties ima rked * are not yet ava i I able and will be se nt on d ay of release Plea se send chequ e/PO/ Access, Vi sa No. and expiry date to ; DEPT ZP04, TRY SftlDO E LTD, 

a 0UCKWINS SQUARE, BURNT MILLS, BASILDON, ESSEX SS13 1BJ. 

Please state meke and model of computer when ordering. 

P & P inc. UK on orders over £5.00. Less than £5.00 & Europe add £1,00 per item, Elsewhere please add £2.00 per item tor airmail. 

Tihese offers are available mail order only. 

Tel. orders: 0263 590766 





Id the arcades of 1989 you'd have been 
hard pushed to find a more graphically 
impressive, immensely detailed game 
than Techmo's Shadow Warriors, Ninjas 
battling their way through modern dtty 
New York sounds a great idea, hut what 
makes it really special is the incredible 
attention to graphic detail and all-round 
playability. Coin-op fan ROBIN HOGG 
paid a visit to Rotherham-based Teque to 
see how the home versions of Shadow 
Warriors were coming along. 


T eque' s Shadow 

Warriors team con- 
sists of three prog* 
rammers; Ivan 
Dimhlehy (C54J, 
Simon Paisley ( 1 b- 
bit], and Mike Tal- 
bot [Z80h It's Mike 
who ' s been worki rrg on the a rtificia I 
inrel I igc nee routines for dll versions, 
developing them on the ZBG to be 
find lly Iran sferred across to the ol her 
■ machines. 'Along with us. up to 
three graphic ariists at a time are 
Working on the game/ Mike 
revealed. 

With Shadow Warriors it seems 
grap hits are all: 1 T here's some! King 
like two megabytes of graphics, in 
the- game, a ridiculous level of 
grap h ics a nd son its- it 1 ' s go i ng to be 
two disks on the Amiga. ' At that 
very instant Toque's personal 
Shadow Warriors coin-op began to 
run the fantastic attract mode. 

'We're going to have that in the 
Amiga gamer promised Mike. This 
is difficult to believe jf you've seen 
this Stu n ning sequence h u t S i mon is 
going afl-out to try. 

'We hope to convert everything 
else from the coin-op including the 
spelling mistakes (incert instead of 
insert, hotel I, Icecrem etc), even the 
"Winners Don't Use Drugs" logo 
which comes up before the game 


TEQUE - THE DEVELOPERS 

Teque may not have been around as long as some of the 
veteran development teams, but they're certainly one of 
the most prolific. Formed In 1967 by die familiar names of 
Tony Kavanagh, Peter Harrap, and Shaun Hollingworth, 
Teque have since worked on Prison , Pac-Mania, Bla s- 
teroids, Toobin r , Xybots , Thonderbirds, Passing Shot, 
Continental Circus, Chase HQ, Laser Squad, and Cyber- 
bait to name just a few (!)♦ 

Currently the team are hard at work on Manchester 
United Footbatl Club, Scramble Spirits, Space Harrier It, 
and a new version of The Hunt for Red October (to tie in 
with the forthcoming film) for Grandslam. KVaxfor Domark 
is also In the pipeline, as is a new Rogue Trooper game. 


starts. T here's also the coin-op 
cheat modes a rid RUM grap h it tests, 
which are planned to go in 

ll sounds a major i ask and as Mike 
pointed out, 'll r s all dependent on 
time, we've been given I 5 weeks to 
get il done and Ocean wanted il to 
be flash; (he time limit is very tight. 1 

Teque were given the game to 
convert in Early December; a 
storyboard was produced by 


simplest form., lakes up 1 4 pages! 
It's a 'shoot-'em-up with shoes!' 
according to Mike. 'Actually, we sat 
down and worked out what was 
supposed to happen and disco- 
vered that it isn't as complex as il 
first seems. The game isn't about 
constantly using Ninja moves. Sas 
you’d esepeci I , it’s more a bout using 
selected moves at the right lime. 
Strangely, the final guardian on the 
last level | a huge, sword -wielding 
Samurai] is the easiest of all to beat 
-leap behind him and you're 
guaranteed a hit on him every time. 
We chan ged f h at to ma ke for a har- 
der game of course!' 

Apparently the coin-op's prog- 
rammers were using weird code 
structuring: 'The coin-op stores the 
levels in a strange way. It begins 
with the street scene as usual, hut 
then it has to bypass three uther 
levels in memory before jumping 
back again to access Ihe others. 
Obviously, the ho me computer ver- 
sions wi I f be a br better organ ised i n 
terms of coding! 

' At the moment we're using a 
Beta test version of Devpac to write 
il and we're the first people to come 


December 5th which, even in its 

v Left to right, we have Matt Fur mas. (musician], Mailt Potente 
(graphics), Mark Edwards (graphic*), Simon Paisley (Amiga 
programmer), Mike Talbot (Z30 programmer), and torn Dlmbteby 
(064 programmer). 
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Backdrop for the night city level drawn with OCP Art Studio 


up with a list of bugs [for the utilityl ! 

'We should have the A I routines 
done first., although they weFe the 
hardest part to develop, taking 14 
weeks. They" re fairly Simple to actu- 
ally encode once they're con- 
structed!.'' 

With the Amiga version planned 
to incl ude most of t he reatu res of the 
coin-cip, the 64 version is up against 
some high hurdles. The actual 
arcade machine's routines were 
written i n 68000 whic h ma de i t easy 
to convert onto the Amiga, making 
t h mgs a bit difficult to r the C64 prog- 
rammer. 

(van commented, 'The sprite 
machine isalwaysa problemon the 
64, it took a heck of a long time to 
write sp rile routine!. - we use eight 
sprites it we can. If you use overlay 
[for more derail] you have all of four 
sprites, hence we're using bitmap- 
ped sprites, the sprites being moved 
on the X and V co-ordinates. r Ivan 
loaded up some sprites, including 
the end level guys and backdrops. 
'First time I've seen iheseE' he con- 
fessed, 'I don't know about the 
sprite size yet, they can be iwo 
sprites wide and up to a full screen 
in height f 1). If you're chased by two 
BIG guys that's it though; any more 
would be too many - hr grateful 
you've got those!' 

Given that the bac kd rops are'fo u r 
colours they're looking good so for 

- the Hfiaphic artists have done well 
to capture it all. The Night City 
scene and the fa re of an old man on 
a wall are particularly atmospheric 
backdrops, created by Mark 
Potente (who did the graphics for 
Toobin T. The CXI P Art Studio is 

I leing used for the graphic s . J 1 1 1 s [ he 
only thing to use,' Ivandaimed. 
'Each sprite is 1 ftS> bytes with five 
per K - that doesn't leave much 
memory. The G4 is definitely the 
hardest version to program with up 
lo eight sprites on screen. Previously 
the sprites were too big - they 
(ended to catch the overhang easily 

- so they were shr u n k lo fil . 

Tm going to have two add-00 


sprites for the arm/leg in motion, 
effectively extensions of the bodies 
for punches, kicks etc,' 

On the audio front, musician 
Matl fijrmss has allocated around 
5 K for th e C 64' sT tune aural accom- 
paniment and sonic effects . The 
Amiga versio n h as rough i v 80K a I ! o- 


4 Popping Into the pool bar tor a quick pint (Amiga). 


characters in there, we've even 
included the graphic bugs. 1 

Whereas the C64 version will 
adopt fairly traditional graphic 
techniques with a four-colour back- 
drop, the Amiga version will be con ■ 
stantly loading the backdrops (a ta 
Virgin's The Ninja Warriors). 

’ The Amiga game isn't loaded in 


SHADOWY TECHNICAL DATA 

064 

Scrolling area; 304 x 152 pixels 

Sprites on Screen; Six measuring 24 x 152 pirate and two measuring 24 x 21 pixels 
(foe m-vn body sprites) 

Backdrops: SDK 
Audio: 5K 

Sprites: 25K (Main player has hi- res overlay) 

End of Level Guardians: 46 x 1lQ pixels (final Gua drain even bigger!! 

All sprites are depth-keyed end multi-coloured . 

amigo 

All graphic, sonic and pregram data is heavily compressed- to fit onto 2 disks 

Backdrops : 1,376,256 bytes 
Sprites: 300,000+ bytes 
Static Screens: 1 00,000 bytes 
Code: 140,000 bytes 
Am9k 60,000 bytes 
Screen Slie: (256 x 224} 32 coloure 
Sprites on screen: .(i 6 x 16} 129 
Background objects: (16 x 16) 20 


cated to the tunes with three tunes, 
startfond-oflevel jtngies, and FX. 

Hardware sprites are to be used 
with a vertical split to provide the 
illusion of very tall sprites. Unfortu- 
nately the two-player ^imullaneoys 
mode will not be implemented; the 
restriction of eight sprrtes available 
horizontally means Ivan has had to 
opt for alternate play. 

'Most of the coin-op program is 
graphics with a mass of memory 
used - 200k for the leading man 
alone. We've had to reduce the 
number of frames here and there 
There's loads of men and other 


blocks - it's one constantly loading 
picture which took the program 
mersof The Ninja Warriors three 
months to perfect, but took us just 
seven daysl I We pulled the graphics 
straight out of ROM, grabbing and 
selecting relevant graphics and 
recolouring them. The main charac- 
ter was originally too grey and 
we've now boosted the colour lo 
blue, effectively "reverse engineer- 
ing" the coin -op,, it's amazing how 
few ira mes there are In each action.' 

Regarding other people's prog- 
rams, Ivan confesses to playing Mir- 
rorsofts Chaos 5frffces Back ( utterly 
brill font 1 is l he q uole he w ants i n the 
magazine), Integra mes’ Drakkhen, 
and Domark s Typhoon 
Thompson. Mike also confessed, 
'We've played THAT Ninja game 
and didn’t like if But Ivan was less 
subtle about t he wh o le thing;' Ninja 
Warriors is crapl' Yes, well 

Sfraefcnw Warrior^ is planned for an 
Easier release from Ocean on the 
C64 (E9.99 cassette, E14.99 disk} 
and Amiga (£24.99), 


A The main character's animation frames, ported across from the 
coin-op Into tiie Amiga game. 
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UTILITY CARTRIDGE COMES OF AGE! 

REPLAY Mk VI 




THE MOST POWERFUL, FRIENDLY AND FEATURE PACKED K 
UTILITY CARTRIDGE EVER CONCEIVED! 1 
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W*rrted Aztec Challenge or Indy And The 
Temple Of Doom. Will pay £4 for Azlet or £5 
tor Indy. Contact Jack Wayne on (02531 
^96555. Thanks and huny pleas® 1 

Wanted for C#4 cassette v«lora of Pin Ball 
ConstiuOtjon Set and I_ck *9 Runner by 
Anoiesoft, C. Barter. 1 92A Pecfchem Rye East 
Dulwk=h, London SE22 9Q4 

Wanted CM data recorder, good condition. 
Pay up to £25. Witte ta Hob Ashby, 1 A Malden 
Qrote r Heteby, Cheshire WA6 OKI or isf, 
0a2flS 3-445, Please reply promptly, Thanks! 

Wentodf G84 programmers. inusicann and 
graphs artists Id join up wflh an prianal. hard 
mlnfeing games desianer. and eossibhi Mart a 


thinking games designer, and possibly start A 
software I sam For more information rinofl53J 
400747. 19 Eaatarty Sq,, Cipiwi, Loads LSO 

Wanted Z Up 64 back Issues. Numhevs 1 -25 
31 33. 34 . 34, 50, 54 r 55. 56 A 57 . Ted: Lincoln 
<0S2£S 793446. 

Action Replay •nhencement diilt 064. one 
that covers over W INtes. Pay price of disk if 
works and in pood condition. Tel : 0472 73881 
or 3d 0Becnwood Avenue, Sradlay Park 
Estate, Crimsby DN33 1RD. 

Chuckle Egg lot CM on c— alH or dts*. 
Pteasa help, phono now on 0726 S60 596 and 
99k for Sun MOW! 


FOR SALE 


064, perfect condition, Loed-lt data record- 
er, reset switch and motherboard, NEDS 
mouse and mat, over ttooo games inc. Myth. 
Bomber, Rofrogradeand Turbo Outran. £300 
ono. Tel: CEJ75 500483. Ask far Mick 

Q64 gam** Tor sole many originals. Prices 
range from £1 |q £5. TUties Incdude Stock, 
Armefyle. IK-i and World Class Leaderbowd , 
Fdt more Into phona 0700 49447 and ask for 
Richard now*! 

New 064C. still boxed, data cassette, 1540 
disk drive, over 60 original games Inc. SWder, 
Fewer Drift, Untouchables and many more, 
Vary good GQfidrtkjn. Phone 0?34 97291 0. 
Want E22G- one, Meed quick sale. Cheerel 

Far u4e, C84. emcellarit condition, 00 great 
games, joystick, tape deck. Expert cartridge, 
magazines. Music Maker etc. Bargain only 
Et 40. Any o Here ring Rayleigh 77*903 or write 
to 27 WoodlDW, Thonderstey. Esse*. 

CBM94 two tape decks, tape to tape back- 


up, Power Cartridge, Casio keyboard, over 
£200 games including Barbarian. Ninja 112, 
joystick, Citizen printer, mouaa and Cheese 
Only £249 cn D . Worth over £500. Telephone 


Barbarian, Ninja 112 r 
. mouae and cheese. 


0406 765595. Humberside. 

For ul*. C64 games, include Citodei. A.P.B., 
Untouchables. Thai. Tha Hits, I.S.S., all at 
Cheap prices or will swap fur other (good! 
namas. Contact WHIiem DgnhlW, 81 Belle Vbe 
Gardena, Shrewsbury, Shropshire &Y3 7JH. 

Commodore 128, 1541 disk drive, 1901 od- 
our monitor, 1 200 printer, loaded games and 
Utilities, £650 ano- Phone 01 317 6S90 after 
8pm. 

COM 64, 2 datauttes. Expert cartridge. 3 
joysticks Arid over E70C worth of software. 
Gamas include Batman, The UniOuchabias 
and Ghouls'n'QhostS. Worth over £900 w4! 
aall for £250 onto. interested? Phona 01 270 
1641 any time, 

064, C?M, Joystick., £230 worth of gamea Inc. 
Power Drift, GhOufs’n 'Ghosts irtd Lessr 
Squad, Overgo computer magazines, Replay 
MK III end a Speech cartridge, All Tor £1 55 ono. 
Tal: (061) 79*5311. 


Commodore 94G Light Fant**«c Peck rxily 
three months ok), boxed. periapt condHIian 
includes G64C, datasette, hght gun. leads, ten 
games, manuals, guarantee. Also E2O0+ gf 
software and mkmawktrtsd nysfrek Sal 
£23C ono. Phone (0202) 768589 . 

CM, 15*1 dink cfciv*. 1525 printer, 1701 col- 
our monitor, 2 m. C2M daiaseftes. 100's Of 
oamas. approx, 150 diuka, Easy Script. Eaay 
F*S r toads of other extras, £550. Phone Trevor 
on 0702 352745. 

Cftrmwdora 64C, new model, willi CBM 
1 54 1 da*, drive anc £350 of games including 
Doubla Dragon 2, Power Drift, Zm Mcrscken 
Srid APB + many more. All this for £200 OTW 
Phone Du On Aldershot 0£S£ 31 3652 . 

CM games for sal* toe. Chase HO, Tartu Coin 
Op Hits and Power Drift. Very cheap. Ring (01 j 
570 9006 for details. Pnoes from £4,99 

Greet bargain CBM 64. delraeflb. joystick. 
;1 0ri( pen, over £250 software inc. RobOCOp, 
A.P.B., Wlzbei and toads Of programming 
manuals. For quick sale £2 1C- Phone (01 ) 578 
31 BS now. Ask for Murtaza. 

ASM Amiga modulator + capiat. W 1 H sell fer 
£15. Phone JDnalhan (0247) 466432 or write 
1o 7 Plneh4l Crescent, Bangor, County-Down, 
Northern Ireland BT19 2SF. Phone after 
5-30pmon weekdays, 

Commodore 64C: 9 months dd: boned disk 
■dnva OC- 1 1 8: joysticks: Expert tart: tape rec- 
order C2N. 20 disks: 50 raped games' Zzap 
mags resues *7-68. Genuine sale. Best Oder 
oirer £300. Phona. 034 1 -28051 6 after 6pm. 

CBM H, new dalasette end power Supply, 
ImKfeft games, al onginsl:, clues and lips on 
adventures, JOySltok plus oW maga Or Zzsp!64 
and Commodore M. C22C ono. Tel. iShaflield 


(0742} 472353. ask for Scott. 

C64c h disk drive Trojan fight pen, 60 d*aks 
Expert cartridge, 2 joysticks. dataBetta. 150 
tape games, 30 disk games, (ft* bo*, every 
Ziapl sirwa Mo.1. EkPSttertt csoniktson. ^»orto 
Ginp an Of 304 6891. £22Sorto. 

Cdrrimodare Amiga, complete peek, 
Kem psIon Pm joystick. 1 6 games, six months 
guarantee. al| bOxad. asnaw £300ono TeLCM 
307 7976 (Surrey). 

064, C2N joystick , leads, lots of games too. 
Wrtfbel;, Barbanan and many more. Micro 
Mete poww pack, Power cartridge. .All for 
£220 OOD. Phone Artdy 01 205 &T49, Bdxed. 
Also GAG. disk £15 WHO box, menualf. 

CAM 1S4T diskdrive, many excakent disk 
swmss iric. Supreme Challenge, Gold, Slhar 
Bronze, Gauntlet H. Fonjottan Worlds, 20 
Plank, dtoka. Action F^playMKfV cartridge rill 
accessories end cables, £90. Phona Of 060 
5775 evenings. 

064 tor Safa, bargain, £700 worth of games 
Jike OotHe 2, Mylh, Ghouls'n'Gntals,, all worth 
£1000, will haft the price to £$00. Sand an 
offers to 90 Wafts St. Uvenihulme, Manches- 
ter M102T3, 

Complete system I CM, C2N, ChD- 118 disk 
dnvs. MPS-801 printer, 2 pyShcka. dust 
Mvera, ligh! pen, maga. Action Replay Mk4, 
uliltles, £l 100 games, cassette and disk, disk 
box. VGiC, Bargain, al £450 OhO. Matthew 
(0621)316624. 

Atari 52tJST. rianHy used, unwanted gift. Will 
sell Tor £330 ono. InctodBa everythlnn m ST 
Power Pack, but seventy pounds cheaper, 
plus ten, yes. tenfir blank disks, Gosh , Call Kel- 
vin 0738 752730. 

Amlgs tul 4 Meg RAM akten* ton £250. nor- 
mally £510. Lmueed. AIM 3.5 1 ' disks 56p each 
for 10, SOptor tOO, 45p tor 500, 4dptof iflOO, 
Write Robert, 63 North Avenue Uswerth 
Washington. Tyne 6 Wtor NE37 2t_E. 

Dtok drive 1841, good order Cartridge Mk5, 
E nhancamerrt Disk plufc 70 disks In disk box 
Quiet Stop fitted ranly £106 Otto, Phooa Stuari. 
Bath 334*64, 


Aditga 500 for sale, mint machine, many greet 
games, Still urkfc* wenanty, four months dd. 
iwojoystickft, ail m good Prdar, a bagsfn at 
£300 Phone Jamie on 061 775 1004. Hurry 
after 6pm. 

CRM M, 1641 disk drive, MPS 903 prntor, 
data recorder. Afi4 Pte, 100 disks, disk bonira . 
two joystickB, dual cover, rnaiuafe, good con- 
riftlon, £275. Tal Blpool 0363 5*953 WW 
separate. 

LOCK] CM, disk drive, ££00 Of gtrrra, 

accounting package, RS232C, ROM Dnny, 
Last Ninja II, Time And Magic Irtotogy etc., 
backs and mags. £250 onq, PhohS 0344 
773006. Ask (or Charles after 4pm. 


CM, new modal, VGC r ksa(fca gather date 
rewxtler. ptjysbqfc. mags, manual, poka 
cards, reset cartridge, moUM and cheese, 

Worth £536, sell £250 ona. Phone 91 802 2 1 58 

evening. 

CBM 94, 2 C2 N* 4 joystickB, over £500 worth 
of games indudmo Dniouch ubea, &Ctoiur 
Balman (Movie). E. Hugriw, M^lh, Mtcro Soc- 
cer, Barbanan 2 srid much more £250 one 
Phpmj 0329 834210. ask tor Mark v tea. 
Hurryforegyeai t*sal!f! 

C84e, perfect condition, C2N, kuft, CrtilMr 
/□yatick, manual, ioagajines, ar least 100 ong- 
insl software Irttoaftwn Bard's Taft) to Batman 

Movie, QfXy £100, short Urm offer only. Tel 
Richard on Ol 003 8729. 


D**k gemea for C641 Arceda, advarriura etq. 
B^gein prices - all origin^ Send SAE tor list! 
flnefudes Mgrplmis, Red LED, Guana Slstw, 
Wiibill, Compilations, Captain 0lood, Zork 
etef!) Ghns, 3 West Lais. BaikJon, Wesl Yprii- 
Shire B017 5R0 

C64C. 1451c disk drive. £700 worth of soft, 
ware, C2N tape dec* and tfl bank risks. 
Worth over £1000, will sell tor £295. Tel. 
Michael on (0379(1852618 Action Replay Mk6 
atsemduded. 

Every Issue of 2i*p exr»pt 2fi. 34, 3$. Mpal 
m periaa condition. Otters Iri writing to John 
Alfred. 11 Utoin Ftoad, Hyde. Chashtre SK14 
2RN. 


CM plus bisk and tap* drtv*. Adton Replay 
MkV Pro. joystick, mar 20 ft games including 
Armalyle, bsM, Operation Well eto , all manu- 
ala. thesis. All In enoellant COridrUdn, £200. 
Bucks. 06288 25392 after 5pm. 


Amiga A5O0 with 1 DB45 moaftar arid A501 
RAM peck, Wwk Bench and software. Perfect 
(xxtortion £600 cash. Ring Lea on 095 92 2fl63. 


Cl 28 with tape deck, over 1 Sbgame? includ- 
ing new titles Ilk*: Turbo Old run, Balmon, R- 
T™, SifcwDrm, Salamander, Lest Ninja 182, 
L.E.D., Speedbali, Operation Wolf, Robooop, 
Thunderblrds. P o mina to r etc. Phone N»gef on 
0622 687401. £350 ono. 


CBM MC jbexerfi, C2N, Ortr 40 angina* 
games. *8 excellent oondilion, apprdx one 
year old hardly used, £7D, compile bernnr 
Phone Adam (0423) 3SA 106. Alto, Amiga cwv 
tacla wenled. Hi to Hybrid, Smorphrud end 
Tom Wrighl. 

CMC. 1941 II <*ah drive. C2N plus tape and 
disk software inc, Pods. Curse end HHlSfar 
AMD. AH Ihts and more tor fust £250 onp. 
Phone Mark Ori 01 658 7830 evenings 

C« and accaaeeri**, mors Iban £800 worth 
of gem** from old classics to new hfts, Actron 
Replay, two joysticks and hita more. WUT to* 
|Q» £250. Ring Ol 900 0744 fdr datails, ash for 


CM for sal*, Excellent wndtltori. power pock, 
tape deck, toysudk. Music Mfta, loads of 
games inc. HQbOGop, Tima of Lore, Batman 
etc. and carry case, £l 20. Plus Actmn Replay 
Mk (V cartridge £25. Phone (oeasj 55645. 




Amtqa cwitectel Fast and tel tebl* Ofiy. Sand 
*3kS. lists (daylong POBox 1 30. Altwn Park. 
N.5.W., Australia 2527 or UaflL 75 CawdeH 
Drive, Altman Park, N.S.W., Australia 2527. 
1 00% reply. Don't forget that, hurry upl 

Amiga contacts wanted. send disk&lisls. 
Htfflly guaranteed. Write to RlCtWd T"is* 
SKigton. 144 Baker Street, Alvaston, Dwby 
DE2 BSD Or phone (0032) 7541 55 

European mate/ternal* Amiga contact* 
KrtntaO. Write with, lists ate, to; Colin, Avs 
Fteofl Houssay e 16, 1410 Waterloo, Belgium, 
100% reply guaranteed. 

Amigo Swapper* wanted . send disks flfkVor 
IhIh to Acres Way , Great Bunches Road, Thufi' 
daraJey, Esses. 100% return Rayleigh 
770402, 


Am iff a contacts wanted World wide. Sand 
disks Or farls to Dai, 16 Vkjo St, Oldham, 
Lang's OH 5HZ, England-. Phone 061 665 
1665. 


Amiga contacts wanted. All tetters and list 
answered. Send letters disk to Jim, 2 Ingelow 
Avs l Parson Cross, Sheffield or priori* 401 676 
nem'f 

C*4 contact* wanted; Tape only to swap 
latest stuff, hints, tips etc. Please send Itsls. 
iapos to Brian McCsnoli, 156 Manor Street 
BetfftSt &T14, northern Ireland. At letters get 
1 0Q% reply, Write nowt No Janws. 

Amipa contact* wanted! Send irSti; disks (o: 
Bemgp, SpK#ertJhnk 30, 8034 RB, TWoHe. 
Holland pQWfaiPfvM. Only 1aS1 moponaes 
pis— I!IM 

You ward a tact raHoblw Amiga contact. 

Look no lurther, write to the TEACHER. 4b 
Allen Aye, EJi^oia Beach, 2107 NSW. 
Australia. 1 00% repty to *SkaAettars No los- 
WSl G'day I d a: I my contade. 

Amiga contacts wanted No beginners 
please, 3.5" and 5.25" send to 0 Oflthbum. 
26 Uater Ay*. Duniton. Tyne and Wear Njjll 
9ER, England. NcwwM! 

CA4-d!«k eOritecH warded for Swapping 
damoa, roulmes elc. Write to Skate Or Die/ 
Power Slaves, Erode Langeland. Bo* 1*8, 
5420 Rubhestsdneset, Norway. 



Amiga contact* warded. Sand disks lo; 
James Stephenson, 6 Syland Close, Guis- 
bor-Qugh, Cleveland TS1 4 7 AT W phone (£E67} 
367 76 after 4pm [reply guaranteed). 

Amiga contacts warded to swap birds vie. 

Send disk and lists. 1130% reply to Stephen 
Marwood, 10 Heallteriway. Stanley, Co 
Oufham DH9 7HW. 

Amiga contacts warded pret. in Europe. 
Wnte to Lam Michael, Sendergae/d, Tulpen- 
l&an 6, 1 996 Houilaart. Belgium. 100% reply. 

Wanted! C64 + Amiga eontect* All lataal 
stud, sorry disk Only. Send diekAettor Co Lee 
60 Maple Ave, SaiYtaera. Notts. NG10 5EF. 
England. 100% reply. 

Gfl4/ Amiga contact* wanted worldwKte 

Purpoee: Swap ttofce OfHy. new stuff. Send 
rr rnk, I -jls and into to: Cnnslieo GuHak&wi, 
NHperiaten 145, 5031 Lakaavaag, Nonway. 
Don t wall, write now!M 


C-fl4 contact* wanted, worldwide to swap Earn up to Si CTOa weakling gamble finart- 

Muff, gettmg high? ra* O.K. wnte to mol ; tial mathod working in your spare lime. Far a 

Merk , V.y. Goghlaan 34. 49Q7 PG, Ckostertvoul , free InfOrmauan pack send l&go SAE to Mr M 

e^duawrts, even Germans. Send Flyley, 15 LongWow Ava. Botton, Lancs. BL3 
disks, 100% rgply f Hsls are also wanledhl 3TH. 



CBM 54 disk contacts wanted to Swap all 
lha latest software including demo's* 
graphic*, music EHC. For a 100% reply send 
disks or wrote to 'Computer World 1 . 153 Far- 
rrers Comer, Westland* Estate, Cngltwch 
Worts. WR9 SEX. 

C64 contacts wunlvd disk or cassette 

Send list* and letters or disk* etc. lo Jon 
Tasfcaf, 15& CfOSs Green Lena, Leeds L59 
OBD, West Yorkshire. England. 100% reply 
and fesl too. Why Wflrt, demos wanted! 

C44 contacts wanted for swapping latest 
Stuff on. disk. For * 101 % guwanteed Iasi 
reply, send diStalisl/totter to Jfunie Howell, PO 
Box 1433&, K Hum Is, Wallinglon 3, New Zea- 
land. 


Earn mil simply and legally. Fpr more into 
send SAE Id Chris P&mwr , 27 Stanmer Villas, 
Brighton, Sussex BN1 7HQ. H’S the Chance ol 
a lifetime! 

Free Amiga PD! No catches' join Our new PD 
swap dub- Send 5AE with PO/ games list to 
Atari, 99 Hampton Drive, Newport, Shropshire 
TF10 ?RH NOVYM! Greet? lo C£. NJ and aJ> my 
other coni sets. 

FANTASTIC FULL COLOUR Wuvenirprog 

rammaa newspaper quabty mstoh reports 
and a dead good laugh are GUARANTEED if 
you join IAFOG, the tooly P6 m whose aub- 
SCTlpt*on& QUADRUPLED in its fourth SH*en, 
R. Stratton . 1 2 AmpletorWi Gardens. RadclfHe 
M26DPJ. 



Cfl4 owner want* penpal* all around die 
world to swap names. Disks cnM Sand d^sk/ 
ietler 10 Martin Hoogemdoom, MidctelburOse& 
treat 47, 4366 NS wSt-Scuburg, The Nether- 
lands. [All repked) 

C64 disk confect* warded. Send your hste 
and disks to: The Beaver, 6 woodland Grove, 
Wath-on-Oeanle, Rotherham, South York*. 
363 7TG. 100% reply guaranteed. Dvaitg gtrt 
p-nority. Wrfe nawl! ' 


Amiga contact* urgently Deeded! Send ketg 
and disks to: Leon, 55 CNvehey Reed , Kings- 
norton. Birmingham B36 BPN, Engltmd, Write 
now! T01%neptyl 

Amiga Cdrrtvcb wanted, lo sw ap hints, tips 
ate. beginners wetcoma. Send lists or disks to 
Wayne, PO Bax 40, Whitehaven, Cumbria 
CA£S 6YO, 1 60% reply. Qutstoe UK wetodnte. 


C« contect* wanted. Dbk or*y, 1 00% reply. 
Also tape games tor sate, reasonable price. 


Will sand fel to you when you contact me. 
Send to Anthony Millard, £3 Masefield Way, 
sr*’ Pontypridd, Mid Glamorgan CF37 



USER GROUPS 

KM Amiga trerit wants to Swap latest wares 
and own productions. Srsnd disks, letters Id 
N idk, 11 Engles Road, Sherman. New Zea- 
land. 


AMlQAZINE - The only totally independent 
Amiga fanjine, with news, reviews, pffiviewa, 
arcades, classified* and loads more, issue 
One totally free' So send a large SSAE to 
Amigaun*. 28 UrSewDrth HU, HedhesFard, 
Cannock, Stefls. WS12 5NS. 


MISCELLANEOUS 

Earn ££££■ straply and legally. For free into 
WKf SAE to Jason L|. 20 Lower Menor Lane, 
Burnley, Lanes. BB12 DEB, Don't miss the 
chance of a Uto Time. 


CS4 lr«ak* wanted, latest games. Write lo 
Tom Hors field, 1 1 Sf udlSy St, Kambafi, AC..T,, 
2^02 Australia or send to Dtfvid Malmbers, 15 
Gaucher Si. Kambeh. AC.T.. 2202 AuStrSka. 
Guaranteen replies workf widaf 


Pekvi Galore I Need arty pokes badly tor your 
C647 Wa haive Over 550 Lips end pr*es. Enl- 
COS* El, 33AE and ten pokes you need to 12 
Dudley Road, Brighton, E.Susse* 6N1 7GN. 
Returned m days 



If you went tome k* let* of money, then send 
a SAE tor fun details, to R. SantJhu, 96 Dan- 
ningtqn Road, Fteatmg. Berkg, RQl 5NE. 

Pok* tMi |C*4(. H Inter Pdkva. Availa- 
ble NOW only a limited amount this month. 
Sand SAE 4 50p to;- p, Hdplay, 2 A Langley 
Gardens Marry Hitt, Wotverhampton, West 
MkHands WV3 7JN. Don't Delay Send Today. 



THE GREAT GHOULISH 
AND GHOSTLY 
COMPETITION 

(US Gold, Issue 57) 


KcSunSm 


with Ken the Fish 


ANOTHER THALAMUS 


HITCOMP 

(Thalamus, Issue 57) 

Kenno Brookes here with 
another 'Top Of The Cods'. The 
top three look like [his; 1. 
seven; 2. Choom; 3 ARA, 

But to kick off tonight's show, 
here's a one-man band, playing 
Matchbox. Hit-stix, a Hit-guitar, 
and Hit-keys. It's sure lo be a 
sure-fire hil, so give a warm 


welcome to... 

Richard Cults, SHEFFIELD 
SIS 6FH, 

Wow H (hat was great! Now, hit 
me with Retrograde . Thalamus 
T-shirt, and signed print of the 
artwork won by the top twenty: 


Wayne Sharp*, BIRMINGHAM Bfl 3QW; Kari Graham r PORTSMOUTH PQfl 
0HJ; Greg Morris, SOLIHULL B93 OPT; Matti Kennedy, ST ANNS CHAPEL 
PLT8 9-HW; Liaa Haddock, MANCHESTER Mil 4JU; R £ Levien R 
UISLIP HA4 SHF; Jon Gabriel, SHREWSBURY SY1 3RT; Jon Kavanagh, 
MORDEN SM4 5RQ; Mark Emmott, TROWBRIDGE SA14 OLT; Chris 
Sen once, OSSETT WF5 0EF; MaRhew R*und, BEWOLEY DYT2 1BU; N 
Lawrence, ETWALL DEG 6JN; Gavin Di*0n, HALTWHISTLE NE49 30 D; R M 
Dodds, ALNWICK NE66 IBS; T Harrbpn. DON CASTOR DNS BNQ; Thomas 
Brcttell, DUDLEY DY1 2£R; David Barnett, READING RG3 5¥L; Andrew 
Irvin, DARLINGTON OL1 3DL; Martin Grover. HAILS HAM BN27 4BS: William 
Maughan, MARKET HARBORODGH LEI 6 SAX. 


Janies Archibald, SLOUGH $L2 4DF> Michael Clarke, CHORLEY PR6 0HU; 
Gregor Davis, ELLON AB4QQJ; PG Jackson, SHREWSBURY SYl 4PY; Alan 
Strain, MOTHERWELL ML1 45T; Darren Carter, TRING HP23 5HQ. Sajid 
Hafe&jee, LONDON E5 OLN; D J Aehenhurst, FLEET GUI 3 9DZ; Daniel 
Hallett, LEICESTER LE4 SGG; Dean Mi ns hull, CREWE CWZ 7NY; Mark 
White, CARN FORTH LAS 9DT; C A McLean, COLCHESTER COZ 75T; L 
Khan, NORTHUMBERLAND NE63 9ND; Tom Saxon, SWINDON SN3 5 AH 
S Parker, NORM ANTON WF6 1ET; Lee Brelsford, MANCHESTER M3? 9TT; 
Scott Khadun, WARLEY B6 50BX; Gary Leishman, TAMWQRTH 677 2HG; 

W Cooper-Britten, CRANFIELD MK43 0HY; Ian Dnnkerty, WIM BORNE BH21 
2AI; Erit Pratt, BRANDON IP27 9 AG; Richard Weedon, ASHTON ■ U -LYN E 
0LS 3DB; Colin Rowlands, PONTYPOOL NP4 0LY; T Lane, HAYWARDS 
HEATH RH16 2SD: Matthew Broadibery. PORTS LADE, Sussex, 


Commando. Bubble Bobble, or 
Peter Pack-Rat; 2. Ghosts 'N' 
Goblins; 3. five; 4, dagger, 
fireball, or axe; 5. Arthur. The 
ghostly winner of the videoTTV 
combination plus three horror 
videos is: 

B D Everingham, ESSEX 
RM10 9JP. 

And 25 ghoulish runners-up 
receive a copy of Ghouis N 
Ghosts... 


Brave Ken opened the creaky 
door and looked down the 
wonky sleps which led lo dingy 
cellar. A shiver went down his 
dorsal fin as he spotted two 
green eyes staring out of the 
darkness.., Suddenly Ken 
remembered it was time to 
announce the results of this 
ghoulish competition. So, 
slamming the door, he jumped 
back into his bowl and 
discovered that the answers to 
thrs ghoulish competition were; 
1. LEO Storm, Bionic 
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SIM CITY 

(mfogrames) 

after page’s" 9 'Jf 96 

ideas Q f fonvi, J] me thods and 
^stead here's L ft 2? l% ? bou1 it. 
cheat foke^nr handy 


THE UNTOUCHABLES 

(Ocean; 


build up^as 0 ™? 1 ^ as norm a' and 
lown/cfty as y0J ^ “* '" f 'age/ 
wa "t toeheni V 1 tm ,. lVf ' en V0u 
set (tie taxes t~ ~ Januar V and 
4 % mark cl, 3round ,h ® 3% or 

in 9 as normal u“w S |^ C ' ty J? l,lfd - 

'eached ana thee Member , 5 
ngift up io the turj 20% Se Ja e '? es 

1J ary begins, lower itl , When Jan ' 

an[1 you shouia hL2t! a S es 3931,1 

Profit. Keep dolno th,^ 68 3 npat 
cessful and oroltnhi a ?’ 3 Suc - 
assured. P future i s 


For 64 owners of this fine game 
who aren't showing Capone the 
tong arm of the taw here's the 
cheat mode thanks to program- 
mer Johnny Meegan himself. 
When the game has loaded up 
and is busy showing you who 
wr v it, designed it, composed 
the music, did epileptic dances 
curing the production and &o on, 
ju$t type i n TEC H NIQU £ (as i n We w 
Order's latest (and brilliant - Ed) 
LP). Now you can hit F5 for extra 
time and F7 for renewed energy. If 


you pause the game (FI) and hrt 
the left arrow you advance to the 
next level. Great stuff!! 

For Amiga owners, why not try 
typing in SOUTHAMPTON 
GAZETTE on the title screen? Start 
the game as normal but get your- 
seif killed. When you get back to 
the title screen press FtO to 
advance to the next level and on to 
the end- screen (pity it's not bril- 
liant), Thanks go to Special FX for 
that one. 


SNARE 

(Thalamus) 


Now this is one great game! No, 
I didn't just say that because t 
beat the challenger in ft 
(slaughtered him more like). No 
sir, it's a superb puzzler which 
has seen me and Phil hunched 
over the Cl 28 for ages, desper- 
ately trying to leap our way onto 
revel 10* 111 give you the solu- 
tions to the first four levels and 
the next four next month. At this 
point I'm stuck for tips about the 
later levels, so if anyone wants 
to send in the complete solution 
f'll be eternally grateful. This one 
is driving me (and Phil) up the 
wall! 

Ares 1 

If you can't do this level then I'm 
afraid there's not a lot erf hope 
for you. AT it involves is one 
jump across a gap, a sluggish 
alien to avoid or kill (one shot 
neodod), and just following the 
arrows to a teleporter and then 
to level's end. Now, what's 
difficult about that? 

Area 2 

Go straight up. turn right, and 
go to the screen edge. Turn up, 
jump across the first gap and 
then the second, and turn left. 
Pass the green speed-up tiles 
and turn north across the path- 
way, Turn right at the path junc- 
tion and follow it up onto the 
mainland. Kill the alien if he's 
near and go left, up, and right to 
reach the tricky chicane. Dodge 
through it at alow speed and 
jump the gap tq finish the level. 

Area 3 

Avoid the green speed-ups at 
the start and head the way of the 
arrows. Follow the north path 


and take care to avoid the robot 
(two hits to kill) when you 
emerge in the large area. Move 
to the northwest (left and up) 
and activate the switch Take 
any of the the three paths at 
speed and leap the gap. Go up 
the middle of the area, leaping 
the three gaps with a power 2 
setting (no more, no less!). Now 
head nght and down through 
the tight passage leading to the 
level exit. 


Area 4 

Things get a mite tricky now as 
you can't stop the craft. Travel- 
ling without any brakes isn't 
easy so take it slow (well, a$ 
slow as you can). At the start, a 
fast robot homes in on your ship 
so make a slight right turn to 
avoid the hole and turn north. 
Accelerate like the clappers and 
leap the gap to escape the robot 
(don't go too fast or you'll fall 
down the next hole!), 

Now head west and leap onto 
the switch on the west island. 
(Don't hit the switch On the east 
island or else!) Now head north 
and squeeze between the green 
blocks, take the middle path, 
and jump the gaps (power 2. 
each one). Now you've got the 
choice of heading to the east or 
west so choose and leap the 
relevant gap. Go North and. 
avoid the green speed up. 

To kill the pesky round alien 
you can either leg it past quickly 
or shoot it from afar, the latter is 
safer but time consuming. 
There's no time limit of course 
but I risked it when 1 was in the 
challenge and it seemed to work 
■QK, so give it a go! 


always on THE job 

The hells of i 


background^K^* PeaI awa V in 

Amiga, and a ?azZ£Z'* ^ p,a ^ °n 
except me as RJ Jff “ ha <* by all, 

reams of tips for vo.i ZLT * up 'earns ; 
few letters requesting ^ arre ? c,er ,Ve he 
and pokes which ‘ aren’t |J ect, °nstoJistin 

Rest assured I’m on the casT l ' y h Correct ’- 
corrections left rinkt _f se > chasing up 

'arly corrections tafhJ^ Ce " tre * P ^icu 
sion detection n okp ^ / infamous anti-col 
Enough of the b ,urh th! W . ,MUes back. 
Ghosts Def Guide in’ho ^ 3 3 Ghouls W' 
some bits on Myth for Vn ? somew bere and 
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LOGIC 


COM PUT 


LONDON 
01 8824942 


PETERBOROUGH 

073349696 


CHESHUNT 

099325323 


FULL RANGE OF AMIGA, ST, SEGA, 64, SPEC, AMSTRAD, PC, PCW. 2600, XL/XE, BBC 


AMIGA 


MENACE - Pysgnosas 

BAAL - Psygnosis 

ARCH I PELEGQS — Logotron 

GALAXY FORCE - Activision 

FIREZONE -PSS — 

BOMB JACK- Elite — — 

STAR RAY - Logotron — 

TERROftPODS - Psygnosis 

SOLITAIRE ROY Al_£ -■ Spectrum HoloPylo 

WICKED - Electric Dreams 

DE F COW 5 - Cosmi 

DEFLEKTOft - Gremlin 

FERNANDEZ MUST DIE - Image Worts — 


CAPTAIN FIZZ - Psygnosis 

CONFLICT EUFtOPE- PSS 

THUNDERBIRDS - Grandslam 

PASSING SHOT TENNIS - Image Worts 

HKM - U S Gold — 

STAR BLAZE -Logolron 

AEGIS SON IX — Ftsqtiires. Two Drives — 
TERRYSBIG ADVENTURE - Gmandslflrtl 

THEX0ER- Sierra 

TAKEEMOUT-Artronic 

ARTURA- Gremlin — — 

CYBERNOID-Hewson 


64 COMPILATIONS 

3- WARGAME5 (Baffle Fpr Midway, totyrfna, Ofanawa.i £4.99 

A GAMES (SteHaar 7, Fortttdden Forest, Talladega, Fight Night) £2.99 

3 SPORTS GAMES (Basketball, Amohcan Football, Baseball} - £4.95 

4 GAMES ( European Games, lan Bothams, Bomba. World Cup it) £2.99 

5 GAMES (Elite, Tetri s, Ace 2, SlArgfitJer, Sentinel} £4.99 

■G FLIGHT GAMES t Spitfire 4D r Strike Force Hamer, Advanced Tactical Fighter. 
Ace. Air Traffic Control, Tomahawk) — — EG.99 

7 SPACE GAMES (Cytcmotd. Zynaps, Exoion, Xevoius, Venom Strikes Back , 
North Star, Trantor) - E6.99 

64 £2.99 each 

SUPERSPORTS, MASTERS OF UNIVERSE, SOUTHERN BELL. NETHERWORLD. 
CAPTAIN AMERICA. TRANTOR, SUPER SPRINT. HOPPING MAD, FOOTBALL 
DIRECTOR. MINI GOLF. DARK FUSION, MURDER ON ZlNOERNAUF, CHAIN 
REACTION, ESPIONAGE, BOMBUZAL, SIDE ARMS, TETRIS. PANDORA, 
TRACKER. ZYNAPS, EXQLON, SKY RUNNER, MARAUDER, ACE 2088, JAIL 
BREAK. REPTON 3, FIREZQNE. SORCERER LORD. 


C64 VARIOUS 

TRIVIA 

TERRYS SJG ADVENTURE 0.99 cass 

EYE OF HOURS 

SFEEDBALL — 

CHOLO 


0.99 cass 

099 case 
£3-99 csss 
£3 .99 cag-s 


LOGIC SPECIALS 


GAME OVER 2 

GEOS Disk 

EASY STOCK DISC — 

SIMONS BASIC + EXTN DISC 

INTRODUCTION TO BASIC FT5 1 42 

SCRIPT 128 

MICRO CLERK 

64 £2.99 EACH 


£3-99 cass 

£ 9,95 

£9.95 

£14.95 

£9.95 

— — £ 9,95 
— 095 


TOP FUEL CHALLENGE 

SABOTEUR It, THANATOS, DEEP STRIKE, SIGMA 7 

SUPER SPRINT — _ 

BASKETBALL — 

THREE STOOGES 

AUEN — . 

INTERNATIONAL KARATE * — r 

WICKED 

GARY LINEKERS , 

ARTURA 

SUPER SKRAMBALL SIM 

ROYOFRQVEFtS — 

HERCULES 

SPEED8ALL — 

CERTIFICATE MAKER 

THUNDERBIRDS 

EXPLODING RST. BRUCE LEE. KUNG FU MASTER, AVENGER, SAMURAI 

TRILOGY, UCHI MATA WAY OF TIGER ALL? FOR 

MICKEY MOUSE — — 

FOX FIGHTS BACK 

STARCROSS - 

SUSPENDED „ 

DEADLINE 


COMMODORE SOUND SAMPLER 

Record any sound. Replay forwards , backwards, h igher/lowar pitch . Plot waveforms. Echo with variable delay. Pitch converter, Quattno sampling. Includes drum samples. 

£9.95 oi$C Only p&p 7& p 

COMMODORE SOUND EXPANDER 

FM sound - up to 8 notes at one time. Realistic sounds. Selection of preset sounds. 12 preset rhythms, Sound output through TV, monitor or HiFi. Riff machine, 

£9.95 CASS OR DISC pip 75p 

MUSIC EXPANSION SYSTEM S OCTAVE KEYBOARD 

Fuir-&i 2 e piano keys. Programmable synth software. Build up recording one track at a time and play back as complete composition, 

£49.95 ca$$qr pisCp&p tb 


WHERE TO BUY 


EITHER AT 


19 THE BROADWAY 
THE BOURNE 
SOUTHGATE 
LONDON 
N146PH 


UNIT 6 

MIOGATE 

PETERBOROUGH 

CAMBS 

PE1 1 TIM! 


5 LYNTON PARADE 
CHESHUNT 
HERTS 
EWflSLF 


Postage 8. Packing - 1 -3 Items 75p f 4 or more £1 .00 


OR MAILORDER 
5 LYNTQN PARADE 
CHESHUNT 
HERTS, ENSSLF 
TEL: 0992 640050 





THE DEF GUIDE TO 

GHOULS ’N’ GHOSTS 


Brilliant! Absolutely superb! Buy this beauty of a game NOW! You 
won't regret it! As you can tel I, Ghouls W Ghosts is my favourite 64 
game currently doing the rounds in the ZZAPt office. It's hard but it's 
immense fun! 

Thanks must go to Jon Barry of Walsall, floss Forrest of Crosby, 
Liverpool, Waz from Manchester way, Pontefract resident Michael 
Barritt, Darren McNaney of N. Ireland, and those great guys at Soft- 
ware Creations themselves. 

Many, many thanks must also goto Paul Disley of West Haltam for 
his wonderfully detailed maps. Nicely done. These maps are for the 
64 game but the Amiga version shouldn't be all that different (mind 
you, the latter is just as tough!). 


Ghoulish Tips 


If you lose youranmour and there's a. magic chest nearby, open it and get changed 
into a duck by the evil magician. Avoid any ghouls and when you change back. ]q 
and behold you've got your armour back! Chest conieiui invariably change from a 
weapon to ^ magician of you lose your anm ns: so don ( panic too much if you're in 
you i undies. 

Magk is best used in modeKition it takes vita] ^urds In power up and even then 
lL 5 Li feet? aren I always total ] he Magic to Create: an Arthui clone (when armed with 
■u dagger) ts best for double firepower on nasties retjLiin ng mats* hits but the 3 way 
firp electrical beams used with tire lance is best of alt 

^ Take it carefully when jumping or falling onto platform*, the game's collision 
detection ' 


is a bit ropey but luckily lcA in your favour so all not lost 


C64 Cheat 


1 never knew there was such a thing as a Rugby league Football Club but Software 
Creations to know something 3 don't judging by the cheat mode for C64 
f jhoufs. fo get the cheat jiust get .a high score [an easy enough matter I and enter 
WIGAN RI „PC (which stands for Rugby League Football Club of Cmiree!) instead 
of your nam e (un less of COlu se you j ust happen to be Called Wjgan R l. VC - if that's 
the ca^: then boy, h.iveyou got a Stupid name' 1 }. Now when you start the game you 
can press A to get your armour baclt or S to jump Id the next level It's handy touse 
the former lo ^e the graphics of each level, and most pretty they are too. 

Amiga Cheat 

At anytime during the game, type in KAREN BRf ) A DHURST to get the words 
CHEAT ON tofiaih up. and in the process Arthur becomes invulnerable lo bits [he 
can still fall to his doom though!}. 

What? You want more!?!? Wall if it's infinite lives, no collision detec- 
tion,, no timer loss, and that sort of thing you want then try ttiis CB4 
listing from Jon Barry himself. To get it to work, do the following. 
Note: This is a tape- version-only listing, if anyone has a disk version 
please send it in. 


A Guide To Each Level 


Level i 

A m ■•. easy i?l introduction tn the game, this level Watch Ollt for skeletal reapers 
coming up from below and thus* approaching from just under your line of fire. Try 
to avoid staying on top of Mils if you can and avoid falling reapers. The wscond chest 
Contains Magic armour (. :limb onto the roof of the ruins to shoot at the vultures but 
try to avoid Leaping when near the guillotines 

In the second hall, duck to avoid the whirlwind creatures., jump if they're low* 
Jlymg. Climb the bill, jump up and run up to the left, |.umpup again and run tiplo 
the right fbe quick during alt this or the skull -spitting fires will appear). Kill the 
wimpy pig creatures (How could you! - Rob H) and fall down the “cliffs'. 

I ake it skw a^- you walk up to ibe head- lobbing final guardian, lump up and fire 
like mad until he s upon you ■md then turn around and run with him and quickly fire 
Lipal his head. Fingers crossed yUu'J] kill him without: taking a bit. (When you've nn 
armour you ce \ ER^l vulnerable SO take extreme care or give up!). If youcan, get the 
fast-fire dagger and couple it with an autofire joystick. 

Level 2 

An easier level than the first if you knuw whal to do. honest' Run up a* fast as you 
can, lime your movement under the leaps of the low-boUftCirtg turtle beads, and 
i.-ullect the Magic Armour from the second chest Kill any low flying, winged 
monsters and jump up onto iht collapsible platforms. 

I he platforms fall away very rapidly so take care ns- Ehe creature below » MEAN! 
Run along the first half of Lhc platform and leap Over the second half to land on the 
edge, jump onto the next platform and Jreep leaping’ Jump onto the (hind and then 
on onto 1 he floor between the (WO sand traps Jump up onto the next platform and 
immediately do a running jump to leap ihe gap., keep jumping again and again, 
imping Onto the final platform and then nil! .Simple! 1 If you fall and find the wormy 
thing cbas-iri^ you, do a series of running jumps up the sand trap to escape. 

1 o get , : chest:, drop through a hole in the last hndge of ail la risky tactic'}. Kill 
I hi.' Winged [lemon by standing in the centre and firing up. dodging his evil 'spit'! 
W atch for the collapsing holes in the ground (look for the ever-so-different ground 


A) Type In the listing 

B) Save A for future use (arwf debugging if It’s Incorrect!) 

C) Delete any unwanted cheat tines. If you're using the cheats in lines 

1 20 and 140 then replace the k and y in the relevant line with the 
number you require cha nge x a rid y to anything between 0 and 255 

- why not experiment with different values?), 

D) . RUN the program and press Play on your datasette (Dont forget 

to insert Ghoufs *N f Ghosts'.). — ^ 

E) . Et Voi la! It should work! \ 


1 REM GHOULS 'N'GHOS 

2 REMfC) 1990 JON8ARF 

I? F <>R T- 52224 TO 52312- 

lo PokP°A HENSVS 52232 
rr POKE T,A: next 

40 : 

SO DATA 116,33,21“ - 
60 DATA32,a6,245,V_ 

-- £*I* 1 57, 38, 9, 202 


,244,210, ■165,2,240, 252 

1,162,3,139,o,2CM 

c» data t 6 ) 1 ^ 8 , 

'MS®*® 

«0 DATA 

ISO DATA 169 208,141 
170 DATA ifio -liii 'liriir : REW No E » 
180 DATA S REM Ch ^* 

190 : ftrA16B - 14 4, 141, 166,73: REM A 
200 DATA 76 t 236,2 + -1 


Daren McNaney of Northern Ireland sent in a cheat to get infinite 
lives at this point in the game. We couldn't get rt to work but try it 
yourself: 

When you meet the- Fire Wolf, shout it as usual but let it leap to the left before 
kiLLmg. Run towards it before dealing the final blow and keep pushing the joystick 

ZZAP! APRIL 194U ■ fill 


1.33,54- REM _y--CLK speed 
~.-i timer 
hits 

-1 mode 

moonwelkirtg Arthur!!* 



^>Sjfc>nGiNafbte 

GHOULS ’M’ GHOSTS 


Gui 13 mines 

I [i>dj|r muter them when Ute/iwupli 
Whirlwind [)L>nuin.i 

fSornr cnmr tugs cnfiEniung bonus puinlst 

Fig Guilds 

iFajrji "tijkiJI) 


Starts 

(Nil) IrduL. just pump on oc aver) T 

Chtsl l 

(Shod itvimL times to opm) 

Vultures 

{BflfiAfc. liiJit Hirm and fire a Few shots up at them} 

Hrfid-JDfcbing In [fids 


LEVEL 2 


Veaiia JFtyTrkpn 

i Keep b"- iff avoid Its spii, a i-m Ini:- kill n ■ 


Monuments 

{Nbl diPftfrOli* jliitkajl *1 Utuverlhertt) 

Swlini 

;Xf?rp leaping up the sides erf thr wind Iran lo r „ apt ,i ) 

Wlthdul Imp thr ki|« jo the dtHirtmanli 


rj* idly ^nLfp.wifhUri; Knights 
iQuite d lew Ini'- rv!t , .li , ii!i 


Slflwly nutwtflg Fktfanu 

fkiju with Ihrm Id keep uit item. jumping hack 
circ in mod the i’thI.i 


Spinning BJubfcrr F'nh Crei hires 

iwst avoid 1«iUv i jt >w'll mn owl space nU giHci! | 

Dftnnn Itads piling ihfir hop oul 

(A™d the heads, li'npOPlDdnifiun jMr.g (ho teflgtli 


;Oi» skirt kilti lhnw> 


WEAPON 


P****a) 


DFD Of LCTEL I COM ftCJUV 

Armoured Demon carrying his 
Flame-Spirting Head 


EJTD OF LEVEL 2 i 

Flaming Rottwftli 


ITHlV' ^*IJ 









■Hr I* ■ I ■ 

■* ..fj 


jW Spil.d^IlN 

y (ftsrjstjiJiiiijiainlTil iithej aQimdij 

J «pjf FUtfaraw 

ftareful hour y wi kqp from «; i* the i_*Hvct.I 
, A void on Marl ji nil mBtsq 


PO^V|:p-t‘P ARMOUR 


L rrr. 


Hirmr'TJe maria 

I^lwot Hjr evptd. 
gr be s«icdied!j 


Grins Rfttpieu 

(Ons 1 shot JJI! i liifisf Kiddies-i 


H 'SHilev'-Jotitinft Hurts 
(Pimp Hut fire fcuhnrf I 


Throwing Sian art- best Id beat these) 


Lup tlhr jpps b*tWMH plitfcir™* in jvfflit Ifcw fire 




^nea> 

JZvf&A\Z2A 

towifcfV 


A>CE_ 


^ (ft V (§1 


END OF LEVEL « CDJULDIJm 

Missive Magjml 


EMU DF LEVEL 1 GtUklDIIIM 

Ore-Eyed Cloud Creature 
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Lnp ihr chasms if ytmTir pirng jJsmb Hie bp Mm hi! 


Run up pr iui 4 rr the bents, rh< dioict ■■ ^un! 


: .^V >h,j y fn,n llic ^KuuJs h4)iM> a iJucl. or you * qturken i 


SU 




LC V CL % 


™ Spittias Stalagmite (A fe* swcli-aimed skits iknilst da the Iridt) 

O flaniMpirtsi^ Mutant ftlllkt 
■(Htril a fewbrnes toilll) 


TATZARD 


OmtsserJitJ either a 





THE DEF GUIDE TO 

GHOULS 'N' GHOSTS 


CorttinuQdt 


es the- key to level three tomes down. An lift tunc 
utd now have unlimited Arthurs’ 


should be heard and you 


If you STILL can't get enough of Ghouls 7 N r Ghosts why not try these 
Ross Forrest pokes for those of you who own a Cartridge machine 
of the Action Replay/Expert Cartridge sort As usual, load up the 
game, hit the cartridge button to break out of rt ( enter the following 
pokes and return back to the program, 

POKE 1 0798,165 (For inf mite lives} 

POKE 1 3660,165 (For infinite time) 

What must be the best listing of them all comes courtesy of Jon Barry 
again. Along with his infinite whatever listing above here’s the 
eagerly awaited music hack! Hallelujah!!!! Try It out, it's brilliant 
(press S or U for a laugh}!!! Before you do though, you MUST have a 
reset switch or reset cartridge to get this one to work. Sorry! 

A} Type in the listing, check through it for mistakes and then save it 
for future use. 

3} Load up Ghouls *N* Ghosts 

C) Play the game until you get to the level with the accompanying 
music that you want to listen to (use the cheat if you want). 

D) Use the Reset Switch/Cartridge to reset the game on the level you 
want and now load in the music program. 

E} RUN it and you can press A to U for the effects and the following 
numbers for the aural ambience (where have I heard that before?} 

1 -Title screen tune (rain and all!) 

2 ■ High score tune 

3 - Game over tune 

4 -Continue play tune 

5 ■ Level complete tune (great!) 

6 - Game completion tune (one of the best tunes) 

7 - Tune for level you reset the game on 


It you ITfatfe il Lrit:. tar. may I just say Very Well I how'' Use the name, tactics as level 
one to avoid : h^- :=.k-- k-tiJ reapers. Kill the dragon head by firing like maJ from a 
distance, KiJ] Ihe spitting stone by jumping up and -firing bom the ledge below 
(where the dragon head ivns}. Take ytmr pick as to the route to reach the slippery 
slope - I prefer going along the top instead of down the ladder and leaping across 
the gaps, coward that ! am' 

^ For the slippery dopes, initially keep in the centre of the screen: this avoids falling 
off the slope and dying before the nest slope comes into view, The handi .ire a mite 
tricky if you time it wrong, just wait until ihey fire and rvn up close and sock u to 
em! [Ion t jump too late over the gaps as the Spikes overhead can get you. Don't 
jump too late either as the spikes underneath will have you instead I 

Once through, just take it carefully on the falling platforms Follow the map 
instructions to knuw the way to go but wait until you see the platform that you're to 
land on. Do an extra large jump off the final platfomn and you'll land on the maggot 
creature (ugh I), Kill the maggot nests in lefMo-nght order by running above (hem. 
leaping up, and firing down on them. Any loose maggots obviously need to be shot 
first.. N r Ot too difficult providing you beware of the roaming maggots. 

Level 5 

Last level and things are getting spooky! The music on this level is ace hut the 
enemies and the time limit sure as anything aren't! There are no platfortrtH to leap 
between but there's many a demon which need to he killed if thev aren i ihev k - 


*&&& 

r’«** p S £5 

SSaSft«* 

10 * as td£ 

88 ©“* 

100 i* 
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MYTH 

(System 3) 


What a beautiful game this is. Gorgeous graphics, superb sound- 
track and effects, and all based around my favourite subject in 
school: mythology and all that. It*s a bit of a toughie this one T but 
people have been skilful enough and sent in tips h solutions, cheats 

and the like. 

Now we come to the bit you've ell been waiting for. , , „ the com- 
plete solution!!! Richard and James Wrlson of Hull, Zax of the ZTS 
Crew all chipped in with part solutions. But will Robert Booth of Bury, 
Lancashire please stand up and take a bow for sending in the whole 
solution. (Sorry I didn’t have the space to use your maps but spot on 
nevertheless!) 


GREEK LEGENDS 

Kill the harpies to get some fireballs and keep (hem for later. Alterm- 
uvdy, use them to kill the skeletons and collect fireballs for later. 
Eventually a skeleton will give you a sword, so use it to cut down the 
hangings kek ton up on i he top r igh tandfoJ low i t down to t he e d ce of 
the ledge below. 

Killaskde ton nea r t he ed ge so that it falls in to the fires of Hell , and 
the Devil himself should appear. Run back to the left and jump up onto 
! he led ge a bo ve and wait for Old N ick chance s a re heTI appear on 
(he ledge below and will rise into your line of fire when he's fired off 
a Trident. When he does, hit him with a fireball or two. 

When he s dead, pick up the T rideni and store it. Run hack up past 
where the hanging skeleton hung and leap over and onto the [edge 
next to the Chimera, Now just stand there and throw the Trident at 
him. (.to through the eave. dodging the skeletons a nd r tin through and 
out into (he -open and the iiims of Ancient Greece. 

The warriors aren't too hard to kill hut the Nymph is tricky, Watch 
her beckoning hand and move forward until she signals you to stop — 
fi n ge rs c ros sed she '1 I give you extra c nergy . If she doesn't, lire bn \ I her 
or hit her with a sword (she turns into a snake if you get loo near ) Once 
past, go up 10 the Warrior Statue and use the sword on its rear heel. 
The siatue collapses and a shield is yours for the taking. Select the 
shield and the warriors krteel down, allowing vou logo through to the 
Medusa's lair, 

. For this screen you need the shield ready and a fair dose of energy 
tor the 1 Lydia afterwards. Leap the gaps and use the shield to deflect 
Medusa’s stony gaze. Select the sword but DON'T ACTIVATE IT 
YET . Wail for the Medusa to stop, and jump the gap with the shield 
ready. Swap to the sword in mid-jump and separate her fotil head from 
her even Emler body. Tick up the head and leap across towards the 
Hydra . Takeout the top two Hydra heads using the Medusa head, and 
fa 1 1 down onto the ledge next to the last head. Stand on the far left of 
the ledge and keep firing The Hydra goes up in smoke and you’ve con- 
quered Ancient Greece! 
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NORSE LEGENDS 

I he flash of lightning is your only visual aid here as Darkness descends 
on the Norse Ship, Kill the Vikings as quickly as possible as Thor 
launches a lightning bolt at any slowcoaches. Kill all the Vikings and 
the bird on the bow of the ship flics along, kill it when it flies down and 
pick up the ring ii drops to teleport lo the next level. 

Now you’re in the forest and the main problem is the mass of 
Golems stomping towards you. Kill them with the dagger- which can 
he o b t nine d by s I a y i ng t he sm a I \ sp ik ed e real u r e . T he d agge rs a re g re a t 
for k i 1.1 a ng Gole ms but ru n out q uick ly en o ugh . Ru n al o n g past t he h o lc 
in the forest where a blacksmith lies in wait: he'll pinch your sword and 
rework it into a magic sword for later on. 

While he s doing this you’ll need lo keep out of the way of the 
Golems, use your daggers to keep them away, Collect the sword when 
it appears and now run along to the clearing where a lady is being burnt 
at the stake. Pick up the firebrand and use it on the fire sprites (fire 
against fire?) - keep away from the edges or they II zoom in and pick 
you up lo drain your energy. When they've all gone the woman is safe 
and replenishes your energy. 


Run along to the right killing the Golems until you arrive at the Dra- 
gun, Wait until its head is raised and run up to it and hack away at its 
neck until a chunk is taken out of it. Now run back and use a dagger 
lii wedge its neck (you did remember to keep some daggers in reserve, 
didn t you?). Now you can run past and onto the next screen. 

Now things gel tricky as you leap from platform lo platform, ever 
] leare r Val hall a. J ump from the very edge of small gap;; to get on to t he 
next platform. If a Thor look a like appears near you .jump up or down 
onto a ledge to avoid his lighining; either that or kill him. 

Kill the fi re-br eatlii ng baby dr ag< ms before they spi t , a nd co I Eect the 
daggers and energy they leave behind When you gel to the first of the 
tw r o castle entrances, jump up onto (he ledge above it and hack away 
. 5 1 ew dimes at the eye. O n ce don e , j u rnp down at id kill t he axe- throw- 
ing Viking that emerges from the castle. Now go up. jumping on the 
platforms up to the left and then up to the right lo the secund castle 
entrance Kill the Viking here and you go through to Thor s domain. 

To win 3 bor over just keep moving lo avoid hi.s bolts and the dra- 
gons on e he floor. Leap up on to the left ped c si nl, le ap to t he i i ghl one 
and then to the third pedestal, and finally onto! hor’s throne. Hack a 
few times at him and Thor is now on your side. Well done, the next 
load awaits. 

EGYPTIAN LEGENDS 

This is a very tricky level with no mercy shown inside the Pyramid, Use 
the sword to dispose of the snakes and run to the side of the pyramid, 
jumping up onto the near-invisible platforms (either work them out 
your self or look at the picture here). 


Sriate 


^artranca 

^ — headness 


Start 


Go into Door A and work your way through past the axe, spike, the 
two pressure-pad-activated traps, and the two spikes and pick up the 
blue eye (no mean feat), Run past the spikes just before they go into 
ihe ground and you should get past: any sooner or taler and you're 
dead. 

( io back out and upto door R, Work your way past the spike, axe. 
Spike, axe. Spike, axe. pressure-pfate-activated spike, barrel, spike 
AND axe, barrel, and snake to reach the trapdoor (phew!), Go 
l h rough to the second corridor and go right (don’t go left or you'll gel 
the point!). Avoid the axe, the three spikes, the barrel, the downward- 
pressure plate-activated axe, the two spikes, another pressure-plate 
spike, and the two final spikes and FINALLY you Ye I h rough to the 
inner sanctum. Now things get tough!!! 

The re i s a ve ry hard way an d easy way to do t his lc ve I The ha rd way 
is to leave the blue eye back in Corridor A, Kill the two Egyptians and 
pi ck up t h e cross , use i he cross and go to the flashing cross on the wall . 
This will build up your energy, Go right into first upper room Kill the 
Egyptian holding the rod and pick up the head-dress. Smash the large 
jar and pick up the first Canopic jar. Drop down inio the bottom " 
chamber and go left through the mummies, killing them with the head- 
dress. Go to the end of the corridor and smash the two large jarx and 
pick up the second and third Canopic jars. Go right through the first 
set of mummies and over the spikes, then through the second set of 
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mummies, smash the large jar, and pick up the fourth Canopic jar. Go 
back left through the mummies* over the spikes* and up and out the 
way you came in. Go right until you see the cross on the wall and use 
the cross. Put on the head-dress. Run up to the cross and fire at the 
Sphinx. Pickup the grey object and jump on to the high Ledge, up into 
the second upper room, and out through the door. 

Now the easy way (with the blue eye!): kill the two Egyptians and 
pick up the cross and use it to build up your energy. Go right to the sec- 
ond cross symbol on the wall, killing all Egyptians on the way. Use the 
cross * pu l the bl ue e ye i n t he cen tre re ady to u se R un u p 1 o the fl ash i ng 
cross, use the blue eye* and press hre. Now a large beam kills the 
Sphinx and your energy builds up. Pick up t lie grey object, jump up 
into the second upper room., and go out of (he door. ( You have no 
need to pick up the Canopic jars as you are given them). 

Put the Canopic jars on the ledges in the right ot d&r '1 he order 
being: 

bottom left = red 
top left = silver 
top right - blue 
bottom right = gold. 

Now go right and, when the last door on the coffin has shut* you can 
enter the right-hand side of the room. Run up to the face-mask and 
wait a moment. Jt wilt fire a beam of tight at the coffin, You will spin 
in a bail of flame* then you can fly. Shoot the face-mask mth eye sev- 
eral times to destroy it hut take care to dodge the small and large fire- 
balls. 

I^evel 4 


THE FINAL CONFLICT 

Now you meet for one last battle but on this level you've no L conllnue- 
plays 5 for this fight* Things are getting VERY nasty now. Alt you have 
to do is to shoot anything that moves (obvious enough ) and pick up 
any jewels you see to get energy (another obvious hint). At the end 
there are two targe men: shoot ihc right-hand one atihe same time as 


you dodge the fireballs. Fingers crossed you should bump him off hut 
even now it's not over as Dame ron appears with all his godly might and 
power to hand. 

To kilt Dameron use the special weapon given to you. Shoot the 
skulls on his head then shoot his eyes several times to blow him away 
forever. At long last! You've saved the Earth, its history, and its Myths 
- now read the end of game message for yourself. Well done! I!!!!! 


SOUND OF MUSIC - 
CORRECTION 


Whoopsl This seems to be an 
ongoing thing which I'm deeper - 
ately trying to rectify . In Issue 58, 
Dimitri A'S sent in some music 
hacks for Opera f ion Woif and 
Vindicator An ever so slight cor- 
rect id n to Operation Woff is the 
addition of an extra data number 
in line 130, Add the value 21 to 
line 130 after the first data 
number £40. 

For Vindicator things went a 
bit squiffy so retype the follow- 
ing lines: 


50 


PRINT CHH$(147|: FOR 
X CTO 15: PRINT; PRINT 
■ USE KEYS 1-3 FOR 
TUNES ’: SYS 49152 


And fingers crossed fin fact, 
everything crossed!), that 
should work!! Sorry "bout that! 
Following up last month + s 
Sound of Music* Warren (Waz) 
Piikington phoned up to correct 
the Ocean In-Game Music hack 
and inform me that he actually 
supports Man City and not Man 
United (not much better I know, 
but there we go). 


20 1401 52 

30 FOR X 0 TO 74; READ A: 
POKE I, A: 1- 1+1: C C+A: 
NEXT X 


In the mam listing for the Ocean 
music hack just remove (he 7 off 
the 74144 in line 30. Easy! 
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BOMBER 

{Activision} 

I first thought Bomber a great disappointment after hearing such 
good things about it. It's on a par with /ntereepfonfor simplicity and 
I like my flight alms a bit more complex; 200-page manuals and all 
that! But after a good ‘few 1 plays Pm hooked. Ed Stu and I were 
racing each other to get through tiie missions, but Pm way ahead in 
the fight to clinch the trophy fhahl I’m in the lead now - Ed). These 
tips are relevant to die Amiga game but, providing you can put up 
with the slow pace, they also apply to the 64 version. Hopefully, next 
issue I can take you through each mission just in case you don't feel 
like using the cheats below. 


The Top Aircraft 

1- General Dynamics F*111 F 

A true beast of the air with a superlative payload capacity, good fuel 
economy, and top notch all-round flight performance as well, It may not 
be as glamorous as the Eagle and it doesn't quite hit the Mach 2.5 mark, 
but it's got more payload and that means less trips back to base on the 
later levels. 



A A Soviet Su-27 makes the classic Bomber mistake of making a 
quick pass overyour Tornado, In a second it will be perfectly set- 
your cannon sight. (Amigal 

over the target and the weapon spreads itself across the area, wreywing 
r .-.i-is destruction all around. It's not too good for pinpoint accuracy but 
it does the overkill job extremely well. Very good variety of payload with 
more than enough Mavericks to do the job you want. 




2. McDonnell Douglas F-15E Strike Eagle 

A real powerhouse of a jet for those with the need tor speed, plus a 
superb ground - attack capability. The F-15 was initially promoted as the 
100% Interceptor with ‘not a pound for air-to-ground'. Ironic that if has 
become one of the premier ground attack aircraft. A superb aircraft with 
a payload of up to 14 Mavericks, and a mass of weaponry. The one to 
choose if you want the best of everything. 

3> McDonnell Douglas F-4E Phantom 

A flexible aircraft with the capacity for a varied payload even If it isn’t in 
the F-15 league for sheer brute force when it comes to acceleration, 
vertical climbs, and fuel economy. Other than that, it can carry a medium 
level of pretty standard weaponry with up to seven Mavericks and four 
bombs on (he outer hardpoints {no room for Sidewinders if you do 
though). 

4. Pa navi a Tornado IDS (RAF /Luftwaffe variants) 

Not a lot of difference between these two excellent all-rounders. The 
payload is pretty impressive with eight Mavericks plus Si dewinders. For 
total devastation though, a JP233 Airfield Denial Weapon (known as the 
MW1 by the Luftwaffe) is awesome.. Launch the thing as you fly low-level 


V In tha C64 game the Tornado Is a good alternative to the missing 
F-*5. 


ICIMN 


T The F-5F Tiger II is probably the weakest enemy jet. (CS4) 


JUST SEND YOVft ADDRESS WITH A 
’FIRST CLASS STAMP' ASVO WE WILL 
SEND FULL DETAILS ABOUT THE 
DAME AND MORE IMPORTANTLY, 

no w rot/ can at t /Tit. free tt. 

ALTER NATIVELY CALL THE NUMBER 
BELOW FDR MORE MFQtiMATlON 
ABOUT THIS UNBEATABLE FREE 
GAME OFFER .... 


1836415454 


rfiEE GAME OFFER; 

MAYFAIR KOUS*. HILLOHEfi? 
TADt-GY, HANTS AQ2« 6JH 


5. MiG-27 Flagger D 

Strange how the Somber crew thinks this is a premier Soviet ground 
attack when the SU-24 Fencer (the Russian version of the F-1 1 1 /Tornado 
class bomber) seems to be the biggest threat at the moment. Slightly 
better than the Viggen for carrying arms with capacity for up to five 
freefall/duster bombs and one (!) air-to-air missile but otherwise it's a 
dinosaur. The Kerry is the Russian equivalent of the Maverick (at least in 
this game it is) but wrih an incredibly limited range of 6.S miles it’s a waste 
of a hard point, it s better than the Viggen but that's hot saying much 1 
F An attractive shot of the formidable F-1 1 1 taking off on another 
bombing mission. (£64) 
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6. Saab AJ37 Vfggen 

Like a fool I chose this one for my attempt at winning the cup, thinking it 
would be a pretty potent aircraft. After all, the Royal Swedish Air Force 
sWears by it - and probably swears at it as well considering its limited 
payload. The maximum of four Mavenc ks and four Sidewinders is a 
pathetic 'bomber' payload so make sure you're a good shot with the 
cannon. The rocket pods are good fun to launch and watch fly through 
the air but without a sighting ring they're very tricky to aim, Ths successor 
to the Viggen r the Gripen, looks set to continue tl e trend fb( low payload 
(providing they get the bugs out of its softwaraTrst). For now s think Saab 
had better stick to build ing cars. il 

Tips 

> Use the Air Brakes for making extremely tight turns, especially when 
in close quarters combat as you could go endlessly round and round in 
circles, trying to catch a circling enemy if you didn't use them. Your 
speed drops off like wildfire so keep an eye on your air speed (and 
remember your stall speed!}. 

Ideally you should have either the F-1 1 1 For the F-T 5 Strik e Eagle for 
the missions with an F-5 Tiger II as the dissimilar enemy . The F-S is pretty 
useless for long range attacks and just tove$ to show off by roar ng over 
your aircraft (in most cases through your aircraft}. To really screw his 
airshow manoeuvres up, wait until he's Within the 3 mile radar range and 
then switch to cannon. As he draws near, his radar image should merge 
with yours, as ft does so, fire the cannon a few times 9 out of 10 times 
it'll hit him and makes you look like a hotshot ace at the same time. 

V The F-1 1 Vs Jflrge payload mak** tt a ru sanahto alternative to the 

Tornado. {CM} 
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T Tank busting in that veteran wer-horee, the F-4 Phantom, A-.:;.! 



If you can, use the Mavericks as your primary weapon. They're easy 
to use, require little in the way of parameters to launch (just make sure 
you're the right way up), they hit tOQ% of the time with total destruction 
of the target, and lock onto anything from tents to bridges. The higher 
you are, the further away from the target you can launch them. Thirty 
thousand feet is ideal for launching at the 20 mile mark, a very useful fact 


to know if you're up against a time limit mission and need to fire from long 
range. A true Fire-and-f orget weapon. 

You've got unlimited Chaff and flares so use them at all times during 
combat and often during flight. Although you're warned of SAMs and 
mtssi les it 1 s best to be overly cautious than to be lax. Never let down your 
guard, or you and your plane will surety follow. The SAM sites are 
extremely rapid at firing and quickly get trigger-happy, firing missiles 
constantly. Luckily they’re pretty stupid missiles and conveniently get 
confused when flares or chaff is launched if only chaff or flares were this 
efficient in real life. Basically you only need to jettison a single chaff or 
flare for each missile fired at you. Bast be on the safe side and launch as 
many as possible - after all there's no limit! 

64 Cheat 

This cheat makes available alt the missions for you to try out (and some 
of them are pretty tough cookies indeed), To get the cheat, bad up the 
game as normal and press SPACE to name a New Pilot. Now, instead of 
typing in Ace, Hot Shot, or Kommie Killer Karl, just enter something 
equally tasteful, namely KYUi (with a space before it). The less said 
about that one the better. 



A Landing in the Soviet MiG-27. Runway 1 6 Ft mean? the right 
runway, as you approach on heading 180\ Runway 36L would be 
exactly the same runway, as it would appear on the left as 
approached on heading 330 \ jArnigo) 

Amiga Cheat 

’A similar sort of cheat is available for the Amiga version. Loao up the 
game , p lay air-gutter to the music at the start , and then bring up t h e pi lot 
selection screen. Press SPACE to name a new pilot and enter BUCK- 
ARQO (with a space after the word). The computer now gets so excited 
when it realises that ifs Buckaroo (Banzai?) playing that it makes all the 
missions available. 
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COMMODORE 64 SPECIAL OFFERS 

£1.00 Outlaws 

Amazon Woman 

Fii* ATV Simulator 

Motcks Super O'Man 

Zone Patrol 

Looney Balloons £"> rtn 

Death or Glory 
Lust Mission 
Deceptor 
Quartet 
Sun Star 
haclur II 
Psycho Soldier 
Athena 

Fifth Quadrant 
Bounce* 

Scary Monsters 
Montezuma's Revenue 

Mctrocsoss 
Magnetron 
Kinetik 
Kaos 
Big Deal 

£2.50 

Lords of Midnight 
Superman 
Ps] Warrior 
Matchmaker 
Trading Game- 
Mini Crl'lf 
Quf Dpx 

Never Ending Sturv 
Hvpaball 
Red Hawk 
Kensington 

£3,99 

Running Man 
4 Smash Hits 
Hobs Pull House 
Blasteroida 

£4.99 

Go Crazy 

Patrick Moure Astronomy 
Not A Penny Mon? 

TV Special (3 games) 

B- Clough Football 


Leaser The Gat 
Spelunker 
Prodigy 
Enclave 

Herberts Dummy Run 

Space Tunnel 

Star Quake 

Zenith 

java Jim 

Black I la wk 

Slurpy 

Ore Attack 

Rivtir Rescue 

Realm 

Code Hunter 
Hocus Focus 
Thunderfnrre 
Pirate Base 
Spirates/Snu wmen 
Sorcery 
Swamp Fever 
Zyto 

Gauntlet Deep Dungeons 
Rolld round 
Rainbow Dragon 
Buffalo Round Up 
Pandora's. Bux 
CiphoLd 9 
Frantic Freddie 

£1.50 

5pace Doubt 
Resnae nn Fractalus 
Willow Pattern 
Chimera 
Blade Runner 
Saracen 

Mission Genocide 
Fighting Warrior 
Boscom a n W? 

American Football 

Talladega 

Stariun 

Ma Filer of the Lamps 


SPECIAL OFFERS 

Espionage ., £9.99 

Tecno Cop £8.99 

Pacmania €9.99 

Peter Beardsley £10 . 99 

Blantproids £9.99 

Scorpio £7.!54> 

Strip Poker 11+ £9,99 

Face Off £7,50 

Phantom Fighter £9.99 

Highway Hawks £9.99 

Fast Lane .. £12-99 

CARRIER COMMAND ... Cl 2.99 

Continental Circus £12.99 

Ghouls Sr Ghosts £16.99 

THUNDERBIRDS £9,99 

Winners (4 games) £19.99 

Sporting T nancies. £12.99 

Saint Si Grtravsie £9.99 

Freda tor £9.99 

New Zealand Story £13.99 


AMIGA SOFTWARE 
£4.99 


Ski Simu la tor 
I n?a su re Island Dizzy 
BMX Simulator 
Nitre Boost 
Rugby Simulator 
Little Computer People 
Kikstart II 

Motorbike Ma d ness 
World Darts 
Cybernoid 
Joe Blade 
jtH-: Blade IJ 
War Machine 
Rocky 
Pub Poo! 

Hollywood Poker 
Drum Studio 
Sidewinder 1 1 
Roadwam 
Kelly X 


SEND YOUR CHEQUE OR POSTAL ORDER MADE PAYABLE 
TO: SPEED YSOFT INTERNATIONAL 
SOMERFIELD HOUSE, 296 Warwick Road 
Solihull, Went Midlands, B927AF 
CREDIT CARD ORDERS TEL: 021 706 2255 


Name Comp Type. 

Address 


Visa/ Acc ess /Master card/Eurocard 

Card No. I t I I I I I I 1 [ I I I I I j ] Expiry Date: 
Tula 


POSI & Parking 

Grand Total 


Pnce 


ft 00 



p Dept /.zap 
M 39 Edit! rinds Road, Cra n. w<el I Village, Sleaford, 

Lints, NG34 BEL Phone 0400 62046 


APB. 

ALTERED BEAST 
AQUANAUT 
BEVERLEY HILt *» COl 1 
BOMBER 
CYBERBALL 

DAILY DOUBLE HORSF RACING 

double dragon 2 

DR DOOMS REVENGE 
DRAKKHEN 
FWRfcTAUATOR 
G AZZA’S SUPER SOCCER 
CHOtSTBUSTERBl 
GHOULS N Cl EU5T5 
KICKOFF 
MOON WALKER 
MYTH 

OP THUNDERBOLT 
1'17’fl iUnDerbolt 
RAINBOW ISt AND 
RED STORM RISING 
RETROGRADE 
ROCK N ROLL 
5CAPEGHOST 

seven Gates of jamb ai_a 

SIMOTY 
SPACE ACE 
spac t; Harrier 2 
5FORT1 NGTfiJ ANGLES 
STRIDE* 

SUPER WONDERBOY 
THESIS 
THE CHAMP 
THE UNTOUCHABLES 
TOOBJM- 

IREiAS ISLAND D4Z. 

ULTIMATE DAKtS 
WEIRD DREAMS 
W1NDWALKER 
XOUT 

Other titles also available. Piets? write or nng for lists stating which format 
required. If you can't see what please ring, we’re here to help 7 days a week. 
Prices indude postage and packing for UK For EEC please add £l per item . 
Rest of the world please add £2. Mew releases sent on day of release Stock 
items sent same day. 

Phrase make cheques payable to SUNCOMF. We also supply computers, 
joysticks and other peripherals, Please ring for our very reasonable rates. 
Sumromp is mall order only. 


AMIGA 

CM 
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HINTZ ’N’ TIPS 


Beat that Impossible Game 

Cheats for both Amiga and 
C64 Computer Games 

AMIGA: 0836 404148 
C64: 0836 403868 

Calls: 25p per min off peak 
3Sp per min all other times 


r 


AT LAST* 

COMMODORE I/O SPARES 

AT DISCOUNT PRICES 
For C64, 06, +4, C128 and Amiga 


CIA 

6526 

£E2.99 

ROM 

'>01227-03 ffl.99 

MRU 

■65 1 0 

£9.99 

ROM 

901 225-0 J 

£7.99 

PLA 

9061 14-0 J £9.99 

SOUND 


£16.99 

ROM 

901 226’ 0 L 02.99 

RAM 

4164 

£2.99 


C64 USER PORT RE SET SWITCHES £5.99 
MICRO MATE REPAIRABLE CG4 POWER SUPPLY UNITS, SUPERB QUALITY 
WERE £29.99 NOW £24.99 
C64 f C16. +4 r SERVICE MANUALS £19.90 
All prices include peel 6 packing, handling and VAT-scrd your faulty mmpmer 
and P..S.U, fur estimate dud rrjrair from £9 99 + parts r carriage + VAT. 

SEND CHEQUE/P.O. ACCESS/VISA CARDS WELCOME 

ELECTRONIC SERVICES 

1 7A VICTORIA ROAD WEST. CLLVELEYS, BLACKPOOL. FY5 JNE 
Tel, (02531 £2270fi 






Rainbird, Amiga £29.99 

on sensation,, ecology, 
and 'green 1 poetics were 
the hottest topics in the 
Eate 20th Century with the hole 
in the ozone layer, the 
1 green ho use effect' snd pollu- 
tion all major concerns Global 
warming was the ultimate 
threat, soon to become ironic 
when a meteor burned into 
Earth's atmosphere and 
impacted In South East Asia. 
Millions of tons of dust were 
thrown into the atmosphere, 
throwing a dark veil over the 
globe and heralding the march 
of ice from the Poles. 

Sixty years later, in 2099, the 
only habitable land is the 
Azores, turned into a single 
large island linked by ice and 
appropriately renamed Mid- 
winter. The island's inhabitants 
hope to see the re-emergence of 
the human race and have built 
up a complex transportation 
system consisting of snow bug - 
gies, a cable car network, hang- 
gliders, and skis. Factories and 
synthesis plants produce vital 
stores while radio stations pro- 
vide communication. But ft's the 
eighteen Heat Mines that are the 
key to the island 1 slifo, providing 
the energy for the people to stay 
alive. 

Law and order is the responsi- 
bility of the FVPF (Free Villages 
Peace Force). Led by Captain 
John Stark it patrols the island, 
settling minor disputes with lit- 
tle trouble - until now, that is. 
From the south-east, the ambiti- 
ous General Masters has 
gathered an army of soldiers, 



Midwinter's is one of the best presented games I've ever seen. The 


jiTi KS >1=5 i r;Th WTTiT, I [mTTT, 



screens. E^en the sound has been exploited to the fufl, with 
stereo sound providing advanced warning of an oncoming vehicle 
But it's the gamepiay that's the best bit - it could easily keep you 
playing for weeks, ft may not appeal to the most mindless of arcade 
tans, but for everyone else this will be irresistible. It may be argued 
that the endless snowy wastes could get a little repetitive, but that's 
i gnoring the strategic game which is made infinite^ more interesting 
with such recognizably human characters to control. A beautiful 
game and no mistake. 


After the disappointment of Whirligig, Mike Singleton has stormed 
back onto form with Midwinter. As one of the most imaginative and 
technically-gifted programmers around, the results are inevitably 
awesome, Who would've thought a mere human could come up with 
something so visually stunning, yet simultaneously so deep and 
involving. It makes me wonder if Maelstrom Games aren't some alien 
brotherhood. Here, they offer you a ticket to a whole new world for a 
pnoe which is a zillionth of a galactic time- warp. AJI I can say is don't 
miss iff 


A In the ski-buggy. Cap tain John 
Stark uome sunder enemy missile 
fire as he approaches a village. 
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hours situation reports are 1 pro- 
duced . To beg in with , Stark eg n- 
not contact anyone by radio and 
need s to s ki to ne arby c o mra d es 
to recruit them. Once a person 
is under Stark’s command you 
can take direct control of them, 
looking through their eyes. You 
can also have the person seek 
and recruit other people (32 in 
a I IK sabotage enemy installa- 
tions, end search and destroy 
targets. A wise commander will 
bear in mind that all his charac- 
ters have individual strengths 
and weaknesses, plus hidden 
ta rents such a$ the a bi lity to ski, 
hang-glide, etc. 

Unfortunately for Stark, hie 
c omrades aren’t the usu al zom - 
bias which inhabit computer 
games. In fact, there are quite 
complex relationships between 
the characters. Love affairs, 
hatred, jealousy, admiration, 
and many other factors all play 
their part in determining the 
chances of one person recruit- 


)hut ©buntof 

Jtfiurch 

>f>ylor* ©stares 

J cable car ©radio 
5 factory ©house 
©heat iron* Gpdico 
©warehouse 
©synthesis plant 
Q headquarters 
QfflOPHKte 

©settlement 
Onuftiple buttons 
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A The overall map, in fractal graphic 
form, shows the enormity of 
your task. 

snow buggy battalions, and pat- 
rol aircraft to wrest control of 
the isle from the more liberal 


aosE. MAP 


Via the map, Stark Is able to 
command his recruits to per- 
form tasks around the island. 
Watches can be synchronised 
to maintain precise timing 
(which is vital) and every two 


Mo plans for a 64 game, sob! 




The idea of having a massive, 
mysterious landscape to explore 
in glorious 3-D, together with a 
very strong strategic challenge, 
is a wonderful idea that Mike 
Singleton has executed per- 
fectly. Travelling across the icy 
wastes is an enchanting experi- 
ence in itself, without having to 
tackle buggies and aircraft, or 
worry about the main objective. 
The polygons work perfectly 
with zero perspective or update 
problems. The graphic effect of 
Skiing up the side of a high hill 
and pausing to look out over the 
landscape, viewing distant hills 
and vi i lages j List has to be experi - 
enced to be believed. The most 
atmospheric, utterly magnificent 
game I've played (and will play) 
all year, 


A While Stark pauses for breath a mortar-dropping enenty glider 
appears out of no where. 


inhabitants. To achieve his aim 
he must seize, or destroy, the 
Heat Mines. 

The game opens with Captain 
John Stark on patrol. Stark 
tea ms of M asters's initial attack, 
which has captured the three 
main radio stations. Unable to 
call for help he must start the 
resistance campaign by word- 
of-mouth. A map of the island 
can be brought up - in contour 
or re lief (fractal) modes, with a 
powerful zoom function. The 
map also reveals the locations j 
of buildings, the cable car net- ! 
work, and positions of the two 
combatants " forces. 




ing another. These problems 
make recruiting no sure thing, 
so it’s a good idea to recapture 
the radio stations and use them 
to contact everyone. 

While this is happening, Gen- 
eral Masters is going all-out to 
overwhelm Stack’s forces. 
Although Masters has twelve 
hours advance on Stark, his 
weakness is a reluctance to use 
the island's higher ground, opt- 
ing instead for moving supplies 
and forces through the flat 
lands. 

With this fact in mind, Stark 
can avoid snow buggy patrols 
by s kiing at high altitudes , using 
the cable cars, and even hang- 
gliding from a peak to a plateau. 
But pushing the vehicles too far, 

| too high, or too fast can lead to 
disaster. Wounds can lead to 
loss of muscle power, alertness, 
and morale, Push characters 
too hard and their sight fades 
into monochrome before black- 
ing out. 

Preventing Masters from tak- 
ing all 13 heat mines is a huge 
task, given the sheer number of 
enemy veh ides com i ng from the 
south-east. Guerilla tactics are 
the best in this desperate situa- 
tion. Ambushing supply bug- 
gies, destroying patrol vehicles, 
reclaiming captured villages, or 
destroying them to prevent 
them falling into enemy hands: 
these are all good tactics in this 
chillingly cold war. 


PRESENTATION 97% 

Massive 200-page manual, A? island 
map handy pad for notes, training 
irradp, toggle switches lor bomber's 

and mortars. 


GRAPHICS 96% 

Breathtaking 3 -d effaci, a iweellh d 
detailed polygon obftrrtsijnd a c level 
horizon tvaz* Superb slahc screens. 


SOUND 85% 

Mo tunes bul fristremety good use Is 
made ui (he Amiga ’s slereo sound 
system with a multitude of aimos- 
pinehc affecils 


HOOKABILITY 96% 

Adaunlingtask but ft's an impossible 
game to resist 


ZZAP! APRIL lU'lll 


LASTABIUTY 97% 

Themosl compulsive and 1 compelling 
of challenges since the Lords of Mid 
night saga. 


97 % 


A superlative, immense program 
that >s every bit as good as you'd 
expect from Mike Singiaton- 
















rently coloured spheres collide. 


A Two-player mode and things aren't 


4 Catastrophe! A perfect illustration of how not to play E -Motion, 

(Amigaf 

US Gold, C64 £9.99 cassette, £14.99 disk; 
Amiga £19.99 

p parentis E-Motion is US 
Gold's. first 4 New Age ' 

#^game for the unstressful,, 
relaxed lifestyle of the 1990s, 

However, this extremely devi- 
ous puzzle game is more likely 
to double your stress level! 

In a microscopic world of 
atoms, molecules, and parti- 
cles, you control a sphere by 
rotating left/right and thrusting. 

In each of fifty levels the aim is 
simple: knock like -coloured 
spheres (which represent 
atoms} together to make them 
disappear, tf you're not quick 
enough they explode, reducing 
your energy level. W two drffe- 


a smaller pod ball is produced - 
this can either be collected for 
extra energy or left to 'grow' into 
a big sphere. 

To make things inf inrtely more 
difficult, some of the spheres 
are connected by elastic (these 
represent molecules) which can 
easily get wrapped around the 
o bstacles which appear on most 
levels. 

When your energy level 
reaches zero you lose one of 
four lives. Invaluable extra lives 
are earned for every 25,000 
points scored. Extra points can 
be gained on the bonus screens 
which appear after every few 
levels - these involve collecting 
pods in the right order within the 
time limit. If you manage to get 
halfway through the game's 50 
levels and die, you can continue 
play from level 25. There are also 
options to save the game and 
practise any level. 

As welt as playing solo, you 
can play simultaneously with a 
friend, with a communal score 
and lives - so you must cooper- 
ate instead of competing. On 
some levels the two players are 
connected by elastic, and some- 
times even to some of the 
spheres, making life very 
difficult! 


E-Motion is one of the weirdest games I’ve ever seen, 
but that was no deterrent to instant addiction on my 
part. The idea is utterly simple, but with just a few 
strands of elastic and the odd obstacle it becomes com- 
pletely aggravating - and incredibly addictive, Phil and 
I were completely hooked by this one and played it for ages, getting 
surprisingly far. The Amiga game is obviously the best presented: the 
HAM backgrounds are attractive while the all the objects are well 
drawn and move very smoothly, The C64 version is initially rather 
disappointing, looking distinctly Spectrum -esque. However to have 
any more colours would make things far too slow, so Tin thankful US 
Gold have done rt this way, preserving most of the excellent gamep- 
lay. A tiny bit sluggish perhaps, but great fun all the sam-e. 




Simple ideas are 
often the best, and 
knocking balls 
together has to be 
one of the simplest 
game concepts since billiards. 
Graphically, it’s also very simple 
(if slow and Spectrum-esq ue on 
the 64) but functional with balls 
and elastic moving realistically 
with inertia and momentum. Solo 
games are fun, but if s in simul- 
taneous two-player mode that 
the game really comes into its 
own, Without extensive cooper- 
ation you invariably end up hys- 
terically knocking the spheres all 
over the place, the numerous 
resulting pods making the play 
area resemble a Smarities ad. It's 
all great fun, but at times so frus- 
trating you'll want to do some- 
thing more violent than bash 
balls together! 




PRESENTATION 90 */* 

Same as the Amiga. 

GRAPHICS 58% 

Speelrum.a&que bur functional 

SOUND 78% 

Reasonable rendition of Amiga's 
weird scmix. 

HOOK AB I UTY 74% 

The slower-paced action lessons its 
initial appeal somewhat. 

LAST ABILITY 81 % 

The fun two-player mode will keep 
you playing, and titty perplexing 
levels offer a big challenge. 


OVERALL 

79 % 


Visually disappointing but still vary 
playable, 



PRESENTATION 90% 


Inlounative attract mode, simultane- 
ous two- player and practice modes, 
continue-pisy after level 25. uselul 
save option, 

GRAPHICS 67% 

Simple but with realistic movement, 

SOUND 80% 

A variety ot good FX and a nice jazzy 
title tune. 

HOOK ABILITY 90% 

Easy to leant, hard to master, and 
exiremely addictive. 

LAST ABILITY 88% 

Fifty levels can cause frustration so 
the save and continue- play options 
are invaluable. 


OVERALL 

89 % 


Addictive and frustrating; you’ H 
love and hate it! 
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SPECIAL OFFERS 

MEGADRIVE COMPLETE WITH FREE 
GAME, JOYSTICKS 
SCART/PAL VERSION C22S.95 
SCART VERSION £219.05 
PC ENGINE COMPLETE WITH 2 
GAMES, 2 JOYSTICKS 
PAL VERSION £219.95 
SCART VERSION £20485 


MVILVJI 9 JKI 


lynx GAMEBOY 

S3 MflA' >7IEGA DRIVE 

7900 


NOW AVAILABLE 'WHAT VIDEO GAME' 2 HOUR VHS 
FILM SHOWING ALL POPULAR GAMES SYSTEMS 
-OVER 400 GAMES £14.95 


PC ENGINE 2 PLAYER ADAPTOR £42.05 
WITH ANY PC GAME FREE 


NOTE: Wo only sail fully compatablft, 1 yoar 
guaranteed Items 


Send lor lists {stats make of gams} 

TELEGAMES, WIGAN, LEICESTER, LE 8 1 TE( 0533 -&BM 45 > 


CENTRONICS LTD 

STRATEGY 

ADVENTURES & SIMULATIONS 

Commodore 44/128 discs 


SSI 

50 MISSION CRUSH 
BATTLE GROUP 
BATTLE OF AISJT 1 EXAM 
BATTLES OF NAPOLEON 
CURSE OF AZURE BONDS 
DEMONS WINTER 
FIRST OVER GERMANY 
GEMSTONE WARRIOR 
HEROES OF THE LANCE 
HILLS FAR 
OVERRUN 

PAN ZER GRENADIER 
PHANTASTE 111 
POOL OF RADIANCE 
PRESIDENT ELECT 96 
OLTESTRON I 
QLTESTRON U 
RGADWAR EUROPA 
5 LX -CUN SHOOT OUT 
STORM ACROSS EUROPE 
TYPHOON OP STEEL 
WAR GAME CONSTR. SET 
5 SG 

AMERICAN OVTL WAR I 
AMERICAN CIVIL WAR II 
AMERICAN CIVIL WAR LEI 
BATTLE FRONT 


BATTLES IN NORMANDY 
CARRIERS AT WAR 
EUROPE ABLAZE 
FIRE KING 

HALLS OF MONTEZUMA 

MAC ARTHURS WAR 

PANZER BATTLES 

REACH FOR THE STARS 

ROMMEL 

RUSSIA 

INTERPLAY 

BARDS TALE I 

BARDS TALE II 

BARDS TALE 111 

B ATTLE CHESS 

DRAGON WASR5 

NEURQMANCFR 

WASTELAND 

EOA 

CHUCK YEAGERS AFT 
DEATHLORD 
MARS SAGA 
PROJECT FIRESTART 
SENTINEL WORLDS 
INFOCOM 
BALLYHOO 
BUREAUCRAZYClffl 


CLUE BOOKS; £& 95 each: BLACK CAULDRON. GOLD RUSH, KINGS QUEST I, U r III or 
IV r LEISURE BUD LARRY I or H, POUCE QUEST ] or II, SPACE QUEST I H or HI 
Ott rach: BARDS TALE l r LI or EL CURSE Of AZURE BONDS DEATTILQRD 
DUNGEON MASTER. FAERY TALE, HEROES OF LANCE, HILL 5 FAR, KEEP THE 
I^IEF, J^'AC MANSION. MARS SAGA, MIGHT & MAGIC NEUROMANCF.R, 
POOLjDF RADIANCE. SENTINEL WORLDS. STARFLIGHT. SWORDS OP TWHJGHT 
WASTELAND, or ZAK McKRaCKEIS 
£ 8.95 each: ULTIM A M, TV or V. 

Bu y ^ C 64 PEEKS A POKES or C 64 IDEA BOOK. FREE OF 

CHARGE. (Offer umpires 31 AA 9 Q), 

Mail order pnty. J ■Tease allow 2 h day* fuT delivery FHease fiiakr chcq ucs and postal ordrra 
payable to □NTRONJCS LTD. Free prat and pairLajpug wi thin ihe UK. Europe add £2 per 
Hem. Overseas £A per item. r 

CINTfiONICS LTD, RICHARD HOUSE. Xkffi MORTIMER ST. LONDON WIN 7RA 


TURBOSOFT 

(Dept ZZAP) 

41 South Street 
Leighton Buzzard 
Beds LU7 SNT 
MAILORDER ONLY 
Tel. 0525 377974 


SOCCER SPECTACULAR 

toaaui DtKfiiji 

p™ F«.![K>y i Stan 

Rq(M|l Va-^a 
5 WQ*r 5 t|HWK] 

Hfvctih.1 IhfttfciM 
WntMCtewan 


THE BIZ 

<Wy ES.flS Hu ns. ft 

R-Tjpe, Double Dragon 
fW*»W WNf, 
Batman Capeel 
Grj&adur 


MEGA MIX 

OnlyffiJB 

Barbarian H, 

Dragwi runja, 
OpmgnWm, 

Pwl GtaalMjgtETL 

100 % DYNAMITE 

mm hk£i 3 .» 

Last Ntpja II, 

DtKibte Dragcn 
WKl * Ham. 
Afl&rburneff 


FLIGHT ACE 

Cm WHV E&H 

ATJL, Ace. AT.F H 

strike Rsmw Harter 
Tomahawk 

TOLKIEN TRILOGY 

Only ftJB Bitoe El 1.99 

TlwHOtM, 

Lard of the Rings 
Shtdow a< Humor 


SUPREME CHALLENGE 

Only E4M Dlu E1DJ0 

Elite, Ace, 

Sentinel. 

Slarp-der, 

runs 

THALAMUS TN£ HTIS 

Only E&WDtec E13JH 

Hunter's MdCn. Que-da*. 
Hawkflye. 

Aneatyte, 

Delta. Sanxmn 


COMMODORE SPECIALS 


TOP 20 COMMODORE 

TOP 20 AMIGA 
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Pfease make cheques and postal orders 
payable to TURBOSOFT. Orders oyer 
C 5 P&P free, under £5 please add 50 p per 
item. Europe add El P&P 
Overseas add Cl .So PAP, 


N. 8 . Please state make of compuier and 
cassette or disc. 


PRECIOUS METAL 
0®y Ft&sa 

Captain 8 .:kks, 
tawfi, 

OaiyCars, 
tounMi 

COMPUTEft HITS II 
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Blaek SimkJw, 
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US Gold, Amiga £29.95 

M any eons ego the most 
massive creature that 
ever lived roamed the 
oceans, swallowing whales in a 


Single gulp. But one day lt$ 
immense hunger led it up a river T 
to become beached and slowly 
die. The elements soon rotted 


away its flesh, leaving bones 
massive enough to enclose a 
city. In time a tribe of humans 
found the bones and slowly 
went about creating that city. 

The most impo rtant part of the 
skeleton is its skull, set aside for 
the priests who call themselves 
the Keepers of Tsimit. One of 
their many secrets is the knowl- 
edge that the brain had not rot- 
ted but fossilised instead, form- 
ing pulsing crystals. When com- 
bined they can produce danger- 
ous beams of light. Some of the 
more powerful crystals can even 
create life, such as Cry stallions. 
These crystal horses have 
incredible beauty and intelli- 
gence. They are com pa ni ons for 
life, and only those who have 
bonded with one can sit at the 
city council. 

To find your crystallionyou 
must first find the well-hidden 
crystals. The quest begins with 


the Orodrid City Screen, a menu 
page with the icon-options 
rotating over the city scene. Vou 
must prove your worth at all the 
various subgames: 

TSIMIT: This is the most impor- 
,,l pad of the game, since it's 
re th at the crystals are f ou nd. 
The Tsimit has four 'veils', or 
sections, each of which is com- 
pleted by finding the door to the 
next, The Tsimit is a ftickscreen 
maze, packed with monsters, 
and is shown at an angle from 
above. Control is via the mouse; 
move a cursor to the point 
where you want to move to or 
fire at, depending which mouse 
button you press. Protection is 
provided by a Cry stallion Suit 
with three charges {or lives] - 
lose them a II a nd it's game over, 
BOSH; Once you've found the 
Tsimit exit door,, you’re chal- 
lenged to a game of Bosu, a 
board game which you must win 


T Exploring the Tsimit, you’ve just firabolted yet another dinosaur- no wonder they became extinct. 



to get onto the next section. You 
have six stones to place on five 
rings split by eight rays. While 
difficult to describe in less than 
a couple of pages, it'sfunto play 
and has two- play er T difficulty 
and tutor options. 

PROQA: Should you lose a lot of 
charges/lives in the Tsimit you 
can use your crystals to earn 
more in this subgame. Three 
cylindrical 'prods' rotate at the 
centre of a 3-D room. Using the 
mouse you can place crystals in 
special formations to collect 
bolts of energy. But watch out 
for the alien birds which try to 
steal the crystals. 

DEKETJI: Some cards are dealt; 
face up at first with numbers 
from 1 to 8, then quickly flipped 
over. You must then click on two 
cards of the same value, using 
memory, + ESP 1 . and observation 
(as the numbers can occasion- 
ally be seen). Winning can give 
you special powers useful in the 
Tsimit. 

HAJtESH: This is the trading part 
of the game; fail to aam enough 
to support your family and it's 
game over. Make lots of profits, 
and donations to the Tsimit 
priests might be useful. There 
ere seven trading families, each 
involved in three trades ranging 
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A The & 05 U boardgame - green has won by bracketing more of the 
board's junctions with his pieces. 



So what, exactly, is a 'culture simulator 1 ? ft turns out to 
be a collection of oddball subgames surrounded by a 
better-than-average scenario. Presentation is indeed 
very weird, and (especially on the trading subgame} 
there ' s a good sense of an a I ien ci vi I izat ion. As for playa - 
bility, all the subgames are quite enjoyable with some excellent 
graphics and sonics which are obviously designed for the Amiga, not 
the ST, The most important game is Tsimit, an arcade maze game 
which, on the higher levels, improves graphically white using lifts to 
make virtually every screen a puzzle to be mapped. If you like the 
sound of this, the other games provide some attractive variety. But if 
you hate mazes and maps, Knights could be very frustrating. Stilt, a 
very interesting game which solidly establishes US Gold as an innova- 
tive 16- bit producer. 


from meat and dairy products to 
books and songs. You must set 
the prices for your three types of 
goods, bearing in mind quality 
and competitor prices. You can 
also invest in opening markets 
in the wider world and make 
donations to families in trouble. 


f I think I know why 
this has such a 
bizarre scenario: it 
was the only thing 
which could possi- 
bly ink together such diverse 
subgames. And, imaginative as 
it is, it still fails to really make the 
vastly different sections gel into 
one complete game. Neverthe- 
less, I was impressed by the very 
classy presentation with ever- 
changing, atmospheric music, 
‘Carling Black Label'-sounding 
sampled speech, and plenty ol 
pretty pictures to ogle (although 1 
these do suffer in definition due 
to use of the HAM mode). All the 
subgames ere fairly playable - 1 
particularly enjoyed thrashing 
Robin at the Sosu boerdgame, 
even though I hadn't a due what 
I was doing 1 And o verall, Knights 
has plenty of originality, variety, 
and a big challenge, although it 
isn't quite the mega-game it 
could have been, 

' 




No plans for a C64 version. 
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PRESENTATION 90% 

Great mho, poetical prelection sys- 
tem. save option, and Interlevel HAM 
pictures, 

GRAPHICS 84% 

FuH use is made of the Amiga's 
palette, with plenty of atmospheric 
HAM pictures, to produce a very 
we*rd and intriguing graphic style. 

SOUND 90% 

Atmospheric music which vanes con- [ 
, stantly. Effective occasional use of 
digitized speech. 

HOOKA BiLITY 76% 

Difficult to gel into and far from easy, 
but you can practise some of The sub- 
games. 

LAST ABILITY 88% 

t sim it provides a big challenge, while 
keeping up with the olher subgames 
provides variety 


OVERALL 

79% 


An intriguing and Innovative game 
which cartographer* will love. 



I t's the end of the world as 
we know it. What has 
happened?: global 
thermonuclear war, another ice 
age, little green men coming 
from the planet Zitt? No, it was 
underarm deodorants I Yes, the 
CFO gases from smelly 
aerosols have finally destroyed 
the ozone layer. 

So what do you do? Bit in the 
sun getting skin cancer? No. 


Instead you drive a super-fast 
car and are paid to transport 
dodgy goods from city to city. 
To liven up the journey the 
other motorists try to ram you 
off the road or just shoot you! 
It's j ust as well there’s a 
shopping centre nearby where 
you can buy essential stuff like 
turbos, battering rams, flame 
bombs, and rockets. 



A Roaring down a desert highway, shooting fellow motorists. 




F K' 3 fr e ‘G' ni an unbe- 

jU| Snr lievably long lime in 
B' I ! conversion, and the 
B^JjL 32 colour pa left £ 
doesn't add that 
much to the ST game, Basic 
road blasting game play seems 
dated now and it's toughness 
doesn't help either. But 
persoeveranoe will get you to 
stage two, where slightly differ-, 
ent graphics and a large range 
of add-on equipment add a bit of 
depth. Although some of the 
obstacles are impossible to 
dodge al high speed — forcing 
you to remember the route — 
it's still quite enjoyable, relatively 
inexpensive and more violent 
than Turbo Out Rurrl 


PRESENTATION 72% 

Attractive option ami iriterlevp?l 
■SfiTuRTHi 

GRAPHICS 73% 

Good road e^er. i arnJ spnlm, atihtfiugfi 
Ihecar doesn't comer convphorwjiy and 
there's not much variety 

SOUND 68% 

Convincing engine roar and 
explosions 

HOOK ABILITY 66% 

Tough to begm wilh cml still playable 

INSTABILITY 62% 

You can rhuase easy or twdf missions 
at each checkpoint (thn tetter giving 
you more money for add an weapons^ 
bui nlhurwise v-moty is lackrrfy 


OVERALL 

64% 


A dated hut nicely programmed 
r oad blaster 
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^ A salvo of SliFigsr missiles race 
off towards; the enemy fleet. 


When I first heart! about Warhead I was expecting a space game in 
the Bite/Damodes mould. When it arrived I was a tittle put out by the 
game's heavy emphasis on space combat, as I felt a little restricted. 
Now, haying played it to death, j must confess I’m hooked! ( like the 
way you're gradually introduced to the various weapons systems and 
enemies through the different missions. It makes for a great game 
atmosphere and is very much in the manner of a story with you as the 
central character. 

Graphically and sonically Warhead is good but not a boundary 
pusher, the fast-moving polygons look quite weird through the novel 
'fish-eye lens' view, Sound effects are atmospheric; and the data 
missile, information acquiring effect is great! This is no Site but it's a 
damn good blast with hidden depth. 


T hese past few decades 
have been the worst in our 
history. We must never 
forget how lucky we, the sur- 
vivors, are. We must never 
forget our duty to those that 
died, to remember and ensure 
the ‘roaches 1 never again find us 
so vulnerable. 

1 T €+ 1 ZZAI*! AI’RII 


When the aliens attacked 
Earth in 2045, they murdered 
th ree bi Eli on peopl e and virt uai |y 
destroyed the planet's eco- 
sphere. We suspect they 
intended to reduce us to a state 
of barbarism, easy prey for afol- 
low up attack. But those of us 
who survived dissolved all 


Activision, Amiga £24.99 

QFtent-ii-kill go on a rjaluctic bug-hunt ! 1 


•I Warfreatfs presentation is sup- 
erbly atmospheric. Despite their 
oddness, the graphics soon 
begin to grow on you - particu- 
larly nice is the way your missiles 
fall, then ignite their engines 
before zooming off, Then there's | 
the map and tactical screens, 
one of which looks like some- 
thing out of a Star Trek movie. 
More unconventional are the 
non- vector graphics sequences 
- such as when you dock/ 
undock - providing some nice 
variety. 

The game itself is a bit of a 
relief after ail those incredibly 
complex trading games -it’s just 
a glorified shoot- 'em- up really. 
However, what really makes it 
special is the Teal ism' with 
which combat takes place. The 
enemy ships are very intelligent, 
swerving past, sending dozens 
of deadly missiles your way. And 
some of the insulting messages 
they send you are hilariously 
funny, addirg to the tongue-in- 
cheek sci-fi atmosphere. Great 
fun, 


r 















Well, this i$ a d isti nctly odd prod - 
uct. Firstly, the assumption that 
you humans could taka on the 
most wimpy alien civilization is 
completely preposterous. Then 
there's the slightly garish stars 
and the 'speed dots' which ini- 
tially seem to move oddly. But 
once you read the instructions 
and start to play, things begin to 


slot into place. 

The game-style may initially 
suggest Elite, but is in fact com- 
pletely different: there's neither 
the ability or need to go around 
trading. Instead, you have to fol- 
low the missions - disappoint- 
ingly there aren’t that many, bjjt 
their variety and imagination pro- 
vide great compensation. 

Playing the game is like prog- 
ressing through a novel, with one 
set-piece incident after another, 
(One miss ion is just like Star Trek 
iV,) The way the various aliens 
communicate with you is 
superb, and would be impossi- 
ble to do in an Elite game. 
Warhead is much like the utterly 
compulsive Millennium 2.2, sub- 1 
strtuting arcade action for the lat- 
ter’s simplistic strategy. If you're 


tired of monotonously plying the 
trade routes in Elite or FOFT r this 
could be what you’re looking fgr, 
There are definitely no quiet 
momenta in this one! 


national divisions and set up the 
Fist-Of- Earth Space Force. It 
was the focus of all our energy 
and hope; soon we'd estab- 
lished a new space station - HO 
Space Operations Command. 

Twelve years after the attack 
we have finally developed a 
means by which to strike back; 
the FOE-57 interstellar 


from cluttering up the view; and 
two map screens -short and 
long range - which may be 
zoomed into/out of. 

As you look out through your 
viewscreen you’ll see the stars 
moving strangely. That’s 
because your view is warped, 
just I ike a fishbowl to era m a big - 
ger view into the screen. All the 
stars you see are real; mapped 
from the massive, and realistic 
galactic chad. There are also 
tiny, computer-generated 
squares to show your speed by 
their colour and velocity. 

Your ship can be equipped 
with a wide variety of arma- 
ments. Besides the mass -driver 
cannon, there’s homing Stinger 
missiles, proximity mines. X-ray 
lasers, and a few more yet to be 
developed. The first missions 
allow you practise using these 
on drones. Possibly the most 
im porta nt m tss ile however, isn’t 
a weapon. It’s a data -gathering 
probe which is crucial for reve- 
aling what distant objects are. 
Once the missile has ‘hit 1 , you 
can go into an Info- screen 
showing ail the details, com- 
plete with a spinning 3-D view of 


ihe object. 

There are less than 50 mis- 
sions, but as each is packed 
with detail and variety this is 
much more than it seems - so 
thankfully there is a save func- 
tion. 


spaceship. Now we need a pilot, 
Warhead is the operation to 
recruit that person - the spear- 
point of our war effort, 

We know little about the 
aliens. Their motives remain 
obscure. An ancient race, they 
may share a common ancestor 
with insects on Earth, Like them 
they are individually stupid, only 
in groups of tens or hundreds do 
they become intelligent. Com- 
munication is via meta I particl es 
In their skins, radios which give 
the illusion of telepathy. A large 
part of your mission will be dis- 
covering more about them . . - 
Your first missions, however, 
will be to get yourself 
familiarized with the ship. As 
you’d expect it’s crammed with 
the latest electronic equipment, 
Crude directional control is by 
mouse, changing rotation, with 
reverse/forward thrust deter- 
mined by the buttons. Further 
assistance is provided by the 
multi-mode autopilot, pressing 
‘0’ will stop rotation, J 2’ will 
point you at the target, ‘3’ move 
you toward it, and E 9’ will bring 
you to a full stop. No less essen- 
tial are the Head-Up- Displays, 
general and weaponry. You can 
also choose a tactical screen 
which eliminates any planets 


PRESENTATION 92% 

save posttions pn game dta* pre- 
vents formatting hftssk. Greet intro 
wfltft superb mum: and ptotftne. 

GRAPHICS 92% 

Innovative display, impressively 
realistic HUD displays, eat piece 2-D 
scenes, and some greai attention to 
detail, 

SOUND 87% 

An impressive array oi spot FX, apart 
from disappointing engine noise 

HOQKABIUTY 91% 

Takes a hit of getting used to, but the 
first missions are well designed to get 
you ho ohed. 

INSTABILITY 88% 

Unlike Eftte you can finish it -and 
there aren 't a huge number of miS’ 
slons - but it 's quite tough, extremely 
varied and will keep you playing sate 
to see how this epic story encfe, 


Y An green-huad lactical view of 
your space ship, the FOE-57. 


An intriguing, innovative and highly 
rewarding game. 


■ 
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Dinamic, C64 £9.99 cassette, £14.99 disk; 
Amiga £24.99 
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uciear apocalypse has 
happe ned * tho ultimate 
catastrophe - but the 
streets of Manhattan are still 
filled with muggers, Jonathan 
1 Jungle 1 Rogers is in the thick of 
ft; his aim is simply survival. 
Located at the headquarters of 
the murderous Prof McJerin 
there Isa XV-238 launching plat* 
form. Using this, JR can escape 
to the outer colonies! 

Rogers's fight ts essentially a 
horizontally scrolling beat- 'em- 
up. The first of the game's two 
loads is split into three phases. 
The first takes place in post- 
apocalypse Manhattan. Resides 
the muscle-bound muggers 
there are deadly mines and a 
superbaddie at the end. Phase 
two is more of the same, only 


| with e different backg round and 
the baddies have guns E The fi nal 
phase is the toughest of the lot, 
set at the subway entrance 
where you encounter 'R, A, D. 
Bulls’, 

Amiga owners get much 
longer levels, plus a wider va n- 
ety of villains including man with 
guns and chains. To hurry you 
along there’s a radiation count: 
when this time limit runs out you 
lose all your lives! 

The sacond load takes the 
player inside the subway, with 
yet more baddies, only now 
you’re aimed with a massive 
machine gun. Combat androids, 
mutants, and huge rats are all 
out to get you. Complete this 
level and you get into a sleek 
spacestation infested with yet 
more villains, plus robot guns. 




A Taking on a big guy with a big punch, (64) 


i - 


Post-apocalypse New York, humans reduced to mut- 
ants, and plenty of blood-splattering action - rt sounds 
like just my sort game! Burt sadly Dinamic have forgotten 
to fully work out the gameplay . The first level of the C64 
game is particularly dull, and level two isn’t much better 
- despite some neat robot guns. 

Tho Amiga game is bigger with a much more professional feel. 
Beat- 'em -op addicts, at least, could enjoy this one although they'll 
need to be good to cope with the vicious, rabid dogs, Your gun on 
level two is great, complete with spent cartridges spewing out, but 
for the price you expect more. Even I got sick of slaughtering mutant 
humans after a while. 


Amiga War is bles- 
sed with some 
great graphics. It 
really is just like 
playing a glossy 
comic book with some nicely 
drawn baddies. Lqad two fea- 
tures an ED209 which puts the 
one in RoboCop to shame’ it's 
big and moves well. But there's 
plenty of small details too - like 
how some of the men wave 
.others on into the action. Unfor- 
tunately the actual gamepfey is, 
both very difficult, and repetitive. 

The C64 has some nice back- 
ground graphics, but the main 
character moves as if his legs are 
made out of rubber. The first vil- 
lains are easy to kill, while the 
end-of-level bad die Is too tough! 
Similar problems haunt level 
two, and as the levels are so 
short the game resembles a 
mediocre budget release with 
some above-average graphics. 


T Part two, and no time to stop lor a Coke (or ogle the beach balleEl, the rugged hero blasts an enemy soldier. lAn^ga) 
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PRESENTATION 68% 

Two-part game with access code 
minimizes muliiload hassle, but 
otherwise mediocre.. 

GRAPHICS 60% 

9ig and bold graphics, with soma 
attractive backdrops, but Che main 
sprite and many of the baddie charac- 
ters are disappointing. 

SOUND 71 % 

Good imro tunes and spot FX. 

HOOK ABILITY 52% 

Sluggish control response, monoton- 
ous enemies, and vicious end-of- 
favei baddies result In frustration 
rather than addiction, 

INSTABILITY 41% 

Shorter levels, plus unrewarding and 
repetitive gameplay, dimmish long 
term appeal. 



Simplistic, repetitive, and dull. 


PRESENTATION 71 % 

Attractive packaging,, keys option, 
essential access code to pan two and 
fairly unobtrusive disk access. 

GRAPHICS 86% 

JnitiaHy contusing, but the further you 
gal kite the game the more appeali ng 
the cartoon style gets. 

SOUND 78% 

Good machine gun FX. veils and 
screams sound as weird as most 
Japanese coin-ops. Good use of 
stereo. 

HOOK ABILITY 65% 

Fairly easy to gel wito, although mas- 
tering all the moves requires practice. 

LAST ABILITY 58% 

This is one tough game. The second 
part is the best, but variety is limited 
for m 



A visually Impressive beat-'em-up. 
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^ special KCS swilchung technique dlkswh a program to be stored completely outside ihe memory ol yciyr 
Commodore M'12fl. Lkiog 1 h system KCS developed the POWER CARTRIOCF. The TfrK Cartridge, 100% 
machine code, gives the user an ideal extension lo his ntrrmal compuier. 
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Domain's £s cap* From The Planet Of Tim Robot Monsters. (64) 


ESCAPE FROM 
THE PLANE! OF THE 
ROBOT MONSTERS 

The title of this Teque-pra- 
duced coin-op conversion 
enough to easily fill up cap- 
tions so I'll have to skip the 
description. It should he arriv- 
ing very soon indeed, hope- 
fully with the long delayed 
Vindicators. 


KLAX 

Another Atari coin-op licence 
by Oomark/Tengen undergoes 
the Teque treatment Ana for 
the purposes of previewing 
this beauty you might as well 
look at the coin-op version for 
all the difference ft would 
make. f raved over the coin-op 
last month, and next month {if 
they play as good as they look) 
I If be raving over the computer 
versions as well. Klax will be 
t i t- tac-i n g onto your C64 (£9.99 
cassette, £14.99 disk) and 
Amiga (£24.99) mid April time, 
leant wait!! 


f eqije s Klax conversion is looking aro&de-perfact for Domaitc, (Amlgej) 



MANCHESTER UNITED FOOTBALL CLUB 
(Krtealis) 



A Monty Mob's back in Gremlin 


r s Impossamoie, (C64: 


Teque s computerisation of 
Manchester United is coming 
along great guns. The Amiga 
version Is pictured here, and 
has managed to combine man- 
agement strategy and match 
action Incredibly well. MUFC 
was originally destined for a 
November release but has 
been put back to squeeze even 
more in, including digitized 
pictures of the main players 
and even a goal scoring sequ- 
ence, Should qo down well 
with Phil when it arrives (hope- 
fully) next issue -that is if he's 
not still playing Kick Off. Just 
how long can this obsession 
last?! 


IMPOSSAMOLE 

(Gremlin) 

Monty Mole returns! That 
evergreen, cute, burrowing 
friend of the gardener (but not 
Arthur 5 cargill) is brave 
enough to come back from the 
Isle of Mon to 5 to seek fame 
and fortune all over again. 
Gremlin plan to exploit Monty 
Mole to the full with a comic 
strip, and are obviously aiming 
for a Mario Bros- type lift-off 
leading to a TV series, cereal, 
wallpaper etc. But let's hope 
they don't forget to make tne 
computer game good in the 
meantime. Should be coming 
out in mid-April. 









A The end ol level one m Chris Butler's stick C$4 Ninja Spirits 
conversion. 


fhis Irem si ash -'em -up has caused a fair bit of controversy in the 
offices with a demo from Chris Power Drift' Butler splitting the 
team over its merits. The sprites are generally quite small, but 
beautifully detailed and animated while the backgrounds are 
regarded by some as dull, by others as superbly atmospheric and 
realistic. Currently extremely difficult, we hope to see a finished 
version next month which should settle the debate, The Amiga 
version is being converted by Images. 


We saw the Amiga demo version of this fab shoot 'em-up a few 
issues back and have been looking forward to seeing the C64 
version, looks a tad like Denaris to me, but Rainbow Arts atways 
seem to exploit the Commodore machines to the full, so we're 
looking forward to this on#. 


SIMILAR GAME IDEAS 
i OF OUR TIME NO. 344 

It's amazing how many car games roared onto the market in time 
for Xmas. Now it looks like 3-D football is going to be in vogue, 
ready for the 1 990 World Cup. Just take a look at this Amiga shot 
of MicroProse's sequel to MicroPros* Soccer, titled World Soccer, 
and compare it with Virgin's footie game World Cup Soccer '9(1 
(C64 coin-op conversion By Andromeda Software). 



▼ MicroProse's World Soever *90 goes through its paces,. {Amiga) 


T Virgin's World Cup Soccer r 90 goes for goal, ih.- 




FIRE AND BRIMSTONE 
(Firebird) 

Along with World Soccer, Tower of Babel, Hat Pack, Betrayal, and 
Amiga Pirates (reviewed next issue), Micro Prose. Firebird have 
Steve Bak working on a Ghosts r N'Goblins-styte game with strat- 
egy overtone^ It's titled Fire and Brims tone (formerly tailed Flam- 
ing Hell) and it looks graphically stunning from what we've seen 
of ft. Take a look yourself, why don't you? 

V MicroPros« r B FJnjArKJBzi/nsfo^, a Ghosts N* Gobtin&styit, 
game written by Steve Bak. lAmtaa) 
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HARWOODS 




YOUR FIRST CHOICE FOR AMIGA 



AMIGA POWERPUIY PACKS 


At Hsiwosjf we’ve yat again improved our Groat Value 
Amiga Offers with f he launch: of DOT 




LATEST £ GREATEST EVER POWER PLAY PACKS with 
IVIff MORE SOFTWARE, pi**--- our brand new PACK 5! 
Just look at the 1 1 NEW SIZZLING SOFTWARE TITLES 
weVe giving away ABSOLUTELY FREE in our new 
genres packs. Remember,, though, you ran only get 
ir Amiqa from Harwoods, 



all this when you buy your Amiga from Horwc 




ML OUR PACKS CONTAIN AMIGA* WITH THE FOLLOWING 
STANDARD FEATURES:- 






□ S12KHAM 

□ IMhUrtOMv* 

□ 4096 Cabers 

□ Mittl-Ta 

□ MHiSf 

Syiifesis 


□ 


u 


Mow# 

3 Operation Menials 
Wwlbmch 1.2 
SyilMi Diiks 
HUrfnrr 1.3 NMl 
AUCoaimiiitgGAfes 




THE COMPLETE PACK FOR THE GAMES 
ENTHUSIAST AVAILABLE RIGHT NOW! 


Ow ALL NEW Amiga Power play Pock 1 new indude* some grout up to tlw 
minute software ami extras, just look at the servings you’re going to mdteL!! 




ALL OUR PRICES INCLUDE VAT 
AND STANDARD DELIVERY SERVICE 







0EA1IH* DIEGO YOUR AMIGA AMIGO 
ALWAYS SNOOTIN' OUT THE BEST DEALS! 



DIEGO'S EXTRA 
SPECIAL DEAL! 


PACK 

PACK 

PACK 


Amiga 4560 Computer 

* Batman lire Movie 

* Hnw jtakmd Story 
-* FlJIrtterteptor 

■* Gammumto 


- Running Man 

- Nthilus 

* Abjhkb 

* ChessmnsJlsr 2000 

* Trrvicil ftjrsu! 


* litre Miuoswiidied Joystkfe 

» Phobia Toilored Amiga Oust Cover 

» Vuyatper Tutorial Disk 

* tortupdogw TV Modukrta 

* ??? Mystery YH Mwse Mel 


t u toNtri 


SEE WHAT WE MIAN 
ABOUT COMPLETE! 


more 


You won't need to buy any m 
games lor ages end you'll able 


Genuine A 50 I 
Ram Pack... 
Strictly Limited 
Otter to First 
700 Customers! 


to start using your Amiga the 
-IMMUl It. 'i ^ gxd3_ 


£399 


OR SPREAD IMF COST WITH 
OUR FINANCE F ACUITIES 


£99 


At***/ 0, 




HARWOODS All HEW 
COMPLETE STUDENTS PACK 

Ainlp AMO 
FlMlhirs Choke |DtP 
Inrludfci Klwhronk V 2|> 


Containing the Super Powerplay 
Pack 1, AND a Philips Stereo 
CM 8833 Monitor PLUS a Free 
Tailored Monitor Dust Cover... 


s -pdT’ A 


£619 


NtfMmhi l/fea 
Dr. r$ IM Air. SiucRci 
IK task EfWjiolii 
MflairittiSIKIWwt 


Amiga Lcp 
Datuxa Pant It 
Htanwldied tnysfek 
ifl Blanlc 15 ‘ Dfeln 
Orti: Wafer 
Mouse Mur 

IT? lofeMrlprtun la AUI I 




Superim* Peivasd O/Bas# lYMmUdm 






:ks 

l£K_5 


£549 


NEW AMIGA AND COLOUR PRINTED PACK A***?*' NEW POWER PRO PACK 4 CONSISTS Of. 

Take our Powerplay Ptock 2 and add Slur's fantastic 
LCIO COLOUR PRINTER, la give you the idrimciu 
cotouf home eriwtMment computer system'!! 
a*. « Gt, if you prefer -on fillemHive 

PACK 3 V&mZ. 

DAY" IF 7 i^dediKrf2Q9.9SciiH>udltie #|A 1 A 

PACK 3 casrar £819 


Armju ASM. irar ![30 Ukw frhhai 
Ft ^OLIW SWwfoWter 
YimuP Vpsku 0. 1 Word Puduksoi 
'S wwbM irhhfa* 

KI/-II - MrL!,#i5flO'Spf«jMhMf 

PACK 4 EDfeKjE r ' t “ 

■ jtf m f u UlfTTSUOf, HffmQF A rr fduT 

P At K 4 rnJppftj Outi (oflHi 

I HVA “ Mkw«Mdi 


fcfe M* 


HARWOODS THE NAME YOU CAN TRUST 
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FINANCE FACILITIES 

Gordon Norwood Computed on Jlcensed credit broken niwi 
facilities to pay usstg our Budget Acuuni Scheme 
arc ottered an mgs) dams. APR 3 iB% (Yflriabl*) 

12-36 Month credit sole terras m indUth to rtiml adults, 
simply phone or writ* and we will send written daitoits along 
wiih on uplittfian {arm 

INS. ApakaimiB are Tepid fit advunce amf arc 

Tibbie la Full time UK manfod itsiikmfc amy.) 


ORDERING MADE EASY • COMPARE OUR SERVICE 


srvon 


Credit terns with Of without a deposit,- 
ran Em tailored to suit your needs. 


El 


IT FHOHE rtant our ?4lk Mr Uvife* usmf w* 
totes, Vr» or Umber'd fuuiqa [qi r, qmfiiqi mmiw I iipirr dak. 
«KR IT POST: Hob cbqi*. tenkw. bvkbsQ «c«i 7 *ufh 
Dr portal iFdm fO’flbJ* rc QSuW IWMW CflMPUlHS. 

IKn iwcrii^ w Ltin^ <Hoqwr riqu.-p T hr, ctHnncthiHtdale 

ii r-Ktqil beforr nwi:, rain !.] i 

I^uUheMHoh I'ldi.rV: i. ■ l»^inw Tc^p-iiiw Ti- riw dIoob 
you H'dw r»i|uR wflonu. 

FME POSTAL KUVilT: Douh w UK MmuM «■ J 4av J*rhp. ; 
M (CnMK ma.M SS per IH|H nm iml nwtin| dm 
4fe)ny, UK MnaibcU (Anton pm:- si^llchfU W dur id rN«W 
9tfuyTOUjp chw|uu ctoorant*]. 


IF nw wftii w po> by siredil Dir® TnmfiiN If you cwfL talk ihn ra* tw unnr^d. 
umpt) phaw w liar toudi; INuirrrtAv Idn J-5 vaing iay;| 


Remembei otter you've purdw-wd Irm Harwoods wt'l sllH be Iwrc. 

1 2 IMJtflH W Afi B AtoTT: ll nwh #0? g so bi loyhy iHltilfi 30 Jnjfli (rl 
punlm:c liiry pill b tlpHtHid Wfc a tofW UHTT. For Ifeo nmeipdai of rha 
pnuFitM pomd. all worionlv np)if. * \ be midi fUEl OF OUB6P 


COLUCTKM FACILITY: Anr:»Jly :«->< nto « monfur run he uBfdej 
from row boH Fliff Pf CHAA&t itoriiq gvonm periul (UK Madapd un|y| | 




FU1L TISTWG PtOCfBUISi: Al nmpi oms m • t*V*A prkr in 
wU nli ilwra roe uopled mill ircmt pluj unt Usd:. roqurid 









MONITORS 

PHILIPS CM <833 STEREO 

full 1C Stereo High Resdurtan Colour Monitor 

j SCART Euro-fon^ector filled os siondcrrd 
j RGB/Al r TR f Comp, Video & stereo audio inputs 
_j Con obo be used os a TV with tuner or VCR 
□ Features fold down lili-sland J Twin Speakers 
_] FREE lead for computer of your choice 
j ONLY FROM HARWOODS J 2 Month replacement 
warranty For major faults 

SSSUt^-E 249 

COMMODORE 1084 S 

Full 14” Stereo High Resolution Colour Monitor 

j RGB /At, TTL Campmitu 
Video & Audi m Inputs 
j Can aka lie used ns □ TV 

*ith o tuner ar VCk ’t&lkfy** 

J Featured rakf dawn lilt stand ‘ 

_l Twin Speakers a m 

_l Supplied with rabies for £> E 

ASO'O.CGAPC 1 Cl6-fi4-l?B £4iv7 


GRAPHICS 

HARDWARE 


DI&JVIIW GOU) 1.0 


Nfw VERSION 4.0 

enham ed wftwere 


Ch^tKIf inS| ww « Flu (*Qul m 
•-I . •■/up i^fna>4 |irn4tn piranrtil 
Uuki If! HUI IWt (k* WK) # wW 

VIDEO TO ROB SKI HER 

Hr. :ls-cuJ vilr. up* I irfadt'. i <4 
yttr^arf bn*. Ante! nfa) itnj ir 

t '.war raretfl I# « :«Uk -pki 
Mi* WJ iUr *au? p*n* 
£1 09.V5 

RCHPUl SMOCKS 

Ufl? MW KMESIAkul flM 95 


sok* m 

ini uh bm* t * If W CnM 
Ifwl /ft* hw» f llcrn NM) 

ridm. IWp! -uifinb bql r .:J iid« pnirii 
*i b inp il rniUin her ilftaJ 
.sfBeift writ -J)h h wort* 
«il« iHorfe- or .tic: ana* * W(h 

CSW.95 


(muuh nr 

irn -Ji StiMri tK [X-H =>■ rf*. 

MrtfiHifetfrM 


A HEWLOV.-rRia A 


mb mnasioiuL uwm 


MlHIOEH «HUKK 
bHf k'J Iirtcot in riTi in turn] tftln 
pVkFl xh sf Ufa) b 

Hflis "Mmta H«id £i j jjj 

HITACHI VIDEO CAMERA 

Wan blflinplP Ti.. q-jhi 


STORAGE 

DEVICES 

HARD DRIVES 


COMMODORE AS90 20Mb HARD DISK DRIVE 
FOR AMIGA A SOD, WITH FREE 0.5 Mb MEMORY 

CfifttnMdftre'f awn bard drive far the 4500 

j Autabtiol wlllh Kirksfmt 13 
j Models far up m 2Mn RAM exponsian 
j Cm be cm' ted in S I It binds 
□ DWtflCfTS 
J Eulernal SCSI port 

j SUPPLIED WITH FREE D.SMfa MiMORY FSWIEW 
(As detoxed be-luw "Herd Bisk: Upgrade’) 

SUPER LOW PRICE OHLY...C399.00 

AS90 HARD DISK WITH 3Mb MEMORY 

j ExporiMfi fitted md Ready To Gut 

GREAT OfFER AT 0N1Y,..£549.(H) 

A590 HARD DISK 51 2K UPGRADE 

j Or/bomd, IfI up to 4, in slogos, uiviisq SMb loidl 
j Up to 3Mh whan Tiried with 450 1 

GREAT OFFER AT ONLY.JE59J5 

40Mb VORTEX HARD DRIVE FOR BOTH 
AMIGA ASM AND AMIGA ATO00 

l For Lull; 4500 md AiGOO Li iuppliEd 
j Aulckwris on ANY Armga 

GREAT VALUE AT OHLY„.£499.00 

FLOPPY DRIVES 


EXTERNAL FLOPPY DISK DRIVES 

The drive* listed below have Ibo foltowinq features.^ 

_i Ennfc^/fowbte rwttih 

□ tKfnuglrparl 

j LEO iUleis bqha, Supe-j qyifll 
_j SulteWtlRflSM.ilBM.AaOM 

CUM AN A CAX 354 3.5 ' SECOND DRIVE 

j JSinmSuEBrjIiriline 5 S' drive 

A REAL BARGAIN AT ONlY„ JW9.95 

CL MAN A CAJt I ODDS 5.25" SECOND DRIVE 

_j Afnip DCS And MS m toirpu: Li.- 

SAVE MORE THAN EVER £i 29.95 

HARWOODS SUPERSLIM 3.5" SECOND DRIVE 

□ EkHu ilaroga and yrnd xolue h»l 

’SUPERLIM PRICE 1 ONLY..X69.9S 


ACCESSORIES 

COMMODORE 

AS0I RAM PACK 

GENUINE (OiV. ram park rilhrenl time batlery butkt 
udd-cn DOES NO! iiiyo Ju» (triiirnndiHu's warmnly. 

A550 TV MODULATOR £19.95 

QUALITY ACCESSORIES 

DUALITY MICROSWITCHED MOUSE £34.95 

FLOPPY DiSKITTIS 

QUALITY CERTIFIED 3.5' SLIM DISKS (supplied wMi Wwk? 
Ten, wilh library (om I- ,|,lf Vifi-i £9'49 

Tan unca&ed Ijf lrjlTl M £4.49 

Ei^iiy, urttsad r MH £49.95 

Hyftdnid. uncmed l a B tilffri HI £59.95 

ElnAtvMiLQauUitocaffitAU £54.95 


Ltd dfrtk. Thk 



£209.95 


£249.95 


PRINTERS 

All arinlvrs in airr range are Dot-Matrix 
and include the following foaturos. 

Sianifai d CenLaws panllel pur! 

For diretr (ufmedion to 4m^n, 

PC's. SI en. and conw wiiti._ 

FREt COHNECTQt CABLES! 

STAR LOO' 120/25 qvi 

Our in«i popular Mono Dot-MarriiL printer 

and! pi n super low price £1 69.95 

STAR LC 1 0 Mktl - 150/30 cpf 

Brerud new stpper Fast ML 1 1 ve^bn a! the ever 

PojhtIdi 1C 10 printer. 

j Multiple font eption^ From frqnt pand 

J EnLeliEnl paper handling 

j| Sin: uitoi lee us. raniimKKi^ e nd single 

sheet tinlienery ^ ^ 

STAR LC1D COLOUR - 120/25 cp« 

tolew version aF flu LC10... 

J AHcnys fell Lakwr dumps Irani Amiga 
J Super!] text qua! I y 
J Can use black LC I D ribbons 
J Our iinsi pupal m ralu-ji prrnler! 

STAR LC 24 10 - ISO /Mips 

24 Pin versiun dF Ike Star it Seres with 
_l Ejcsepi : Dnnl fetter print quality 

STAR XB24 10 COLOUR 240/10 q» 

Verv fast LO' 24 Pin Colour 
J Includes f RE E im sile mpinlannnre 

for n FULL 92 MONTHS! <.jt O0 b 

CinifN SWIFT 24 PIN COLOUR 160/50 q»s 

Rrt MOST rampelitsve 24 Pin 

(dtiur Printer nvainble FedayM! £349 95 

CITIZEN 120D - 1 20/25 tps 2 YR WARRANTY 

Very relioble law test printer, mterchanoeeble inlerFotes 
avciloble fnr CerrlrwiKS US 232 or Ssrin Type frw 
CBM 64 els. £1 49,95 

COMMODORE MRS 1550 - 120/25 cpi 

NEHLHEW...HEW, ? Pin Colour ftinier 
J CwnpalibFe with both Amiga ond 

tnmmprlw& 64/128 Cgmptfterc 95 

CJWflfl'fn Pa/ J^eds. tfaitlili are Orab/LQ at Mk(* 

Al oui Star pciiilws ure gerAiine Uk spec which ere satirically 
n anulgrl .irnri lor suit in the UK only. Ecu opMiv sml VDisiaffi are 
being urwtfirially imp-Mlad aanim! me wishes cf 5tor Nbcnmiu UK 
These primon Ba NOT carry nStor UK wurnjrrfy, nind WILL WT B-E 
Serviced by Itiem should Ihe need nrise. UK Sfwdiccrlim p/mlnrs niay 
he rang niserf by iheir 3 Pin UK type nwuldw plug 


SOFTWfiRE 
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'tSl J «F IrtHS Owu ft m mi hdffia F*ri HA 

i*f.« 
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l/JR ORDER HOTLINE - 0773 836781 



Vim OUR SHOWROOM 

Please tail JC set as where our Full range dF udvarlised products, 

AND is on rde. Cume and set Tor yeurstll the amaiing Awlga 
and a whole Insl tf perlpherds, saltwort and accessories. 

REMEMBER, WE ARE NOT JUST ANOTHER 
MAIL ORDER COMPANY. 

Ail Fisied prices ere what YOU PAY, amt theft wt HO HIDDEN EXTRAS! 
VAT end mwlogt art intluded end prites era (artttt nt lime gf geing 
tn press (Path wlaiU may vary From time K> time)'. E 8 0 E. 














